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LETTERS 



Vowel, Consonant, Vowel, 
Vowel, Consonant Can you 
solve the Countdown Con- 
undrum? And more impor- 
tantly, where does Richard 
Whiteley get his ties? All 
topics under debate this 
month in our regular one- 
page free-for-all. 




NEWS 



SI 



a me ever, while Ubi Soft and 



igl 



Bullfrog's promis i n g the best 

a me ever, 

irrorsoft have plenty of 
treats In store. Not forgetting 
the three Top Tens, this 
month with a European 
flavour. 




What's outandabout in April. 








WORK IN PROGRESS 

Delphine's Operation 
Stealth, Gremlin's I moos* 
samole, System 3's Film bo's 
Quest and the Bitmap 
Brothers 1 Speed ball 2 are all 
prodded and poked by our 
probing proboscis, 



Readysoft's Escape From 
Single's Castle heads this 
month's star-studded line 
up, backed up by Incentive's 
Castle Master, Domark's 
Cyber ball and Klax, Anco's 
Player Manager and EAs Ski 
Or Die. Who could ask for 
anything more? 



TIPS 



Everything needed to help 
you ascend the greased 
rungs of». 

Fighter Bomber j Ad i vision Yektor 

Grafix) 

Future Wars: Time Traveller {Palace; 

Delphine) 

Interphase (Image Works) 

The Ninja Warriors (Virgin/The Sales 

Curve) 

Operation Thunderbolt (Ocean) 

Pipe Mania (Empire) 

Supef Cars (Gremlin) 

Super Hang-On (Electric Dreams) 

Switchblade (Gremlin) 

The Untouchables (Ocean) 

X-Out (Rainbow Arte) 



PLAYERS GUIDE 

The first colourful leg of a 
complete guided tour of the 
Rainbow Islands, courtesy of 
Graftgold, the team behind 
those exceptional conver- 
sions. 



DEMOS 



Phil South has been gorging 



gon 

Dor 



himself in the Public bo ma in 
restaurant - and because 
he's such a nice bloke, he's 
brought you back a doggy- 
bag, filled to the brim with 
Ray-Traced romps and 
digitised dood lings, Better 
take them quick, as he's got 
warm grease running down 
his sleeves... 





GRAFIX 



It's that man again! Phil 
South puts things into pers- 
pective and talks to weird 
dreamer Herman Serrano 
about his. 




ARCADES 



Eugene Lacey's a swell guy, 
and this month he gets to 
grips with Taito's meaty 
chopper R drops acid in 
Aliens, and barely holds his 
lunch down playing with two 
sickenfngly cute kids in TAX 





Even on my favourite table, 
she can beat my best— Kati 
Hamza may not be a deaf, 
dumb or blind kid. but she 
knows her stuff when it 
comes to PlnbalL Here's a 
complete hi story t including 
those computer versions. 





WIN! A genuine Mr & Mrs 
PacMan pin table, with 25 
runner-up prizes of Lo ridels 
Pintail Magic also up for 
grabs. 



How do they do It? Gary 

Whilta talks to one of the 
arcade industry's great 
Innovators: Atari Games. 




Another reminiscence romp 
with Gary Penn. 
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LETTERS, The One, Priory Court, 30-32 
Farringdon Lane, London EC I R 3AU. 
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GRAPPLING GRIPE 

► ^^ Dear The One 
^^ I am the owner of an Amiga and for months 
now I have been search ing for a wrestl ing game, but with 
no luck. Please could you tell me if there are any wrestling 
games for the Amiga and if so could you cell me where to 
get them in the NorthEast? 
Graeme King, Tyne & Wear 



Funny you should menuon rt* hut Hewson's 
releasing 1 a Wresting gome this month — 



check out the fte/eases section for more detoifa Isn't tift 

spooky? 



ACORN ANTICS 

► ^^ Dear The One 
^^ I find H Tbe Eighties' article very interesting, 
however you made one mistake in Part Three. As well as 
owning an Amiga* I have three 8- bit machines, my first 
being an Acorn Electron so I was influenced on the Beeb 
scene ill those years ago. 

As I recall, it was Acomsoft who produced Elite and 
Revi. V^rus was produced by Superior Software, but 
under the title Xarch. Ic was Firebird who 
CONVERTED these great titles to other formats. 

It shows that great games don't start life on a 
Commodore 64 or even a Spectrum, but on a humble 
Acorn. It's a pity that 16-bit games rely on glamorous 
graphics and sound, with very little else. Yes, I realise that 
there are some worthy contributions to the world of 
1 6-bit , but unfortunately it is a minority. 

By the way, is there any chance of covering Elite II In 
Work In Progress? 
S C Sharp, Brighton 



« 



Sure, Acornsoft produced Elite and Revs for the 
Seeb. but rt P s suM true that Firebird a/so 

produced them for other formats, just because ihzy didn "[ do 

them /rrtfi* that doesn't meon they don't warrant a mention. 

As for the Elite U Work In Progress you could weH be 

seeing something soon... 



NARKED WITH 
NARC 



► ^^ Dear The One 
1^ I am writing to you about an arcade game 
called Nam. I am wondering whether or not this has 
been converted onto the ST or Amiga. So could you 
please tell me if it has been covered, or if there are any 
plans for it to be converted. 
Alex Beaton, Kincardineshire, Scotland 



^^ ^j Wi Moms' horizDntoHy-saor^g snoot 'em up 
^^ ^^ Wore ts currently being converted to bot/r the 5 T 

and Amigo by Ocean, and should he out later Ml the year. 

Good eh? 



JOVIAL JAPES 



► ^^ Dear .The One 
^^" Here are some jokes. 
What did one computer say to the other computer? 
Nothing - they weren't plugged in. 

What's big and grey and cant climb trees? 
A PC. 

Whats big K red and hairy? 
A bus with its windows open. 

Why did the computer fall out of the tree? 
Because it was dead. 

Why did the second computer fall out of the tree? 
Because it thought it was a game. 

Why did the Panda fall out of the tree? 
Because it thought it was a computer. 

Where does a two-ton PC sleep? 
Anywhere it likes. 

First Amiga: Morning, Mr Amiga- 
Second Amiga: Blirneyl I never knew Amigas could talk! 
Careth Hardy, Lincolnshire 



FOOTY FROLICS 

► ^^ Dear The One 
^^ I have noticed that over the last few months 
there have been more and more soccer games appearing 
on the ST and Amiga. But what really Slicks in my craw is 
that all of them are action-only games, with no 
managerial side and very little in the way of strategy. 

In fact it's not onl y the current crop of socce r si ms that 
have been devoid of strategy and management - for the 
life of me I can hardly think of any "soccer boss' games on 
16-bit at all, apart from Football Manager 2 (ugh). 

Why is it that there's such a lack of games of this type 
on 1 6-bit, when on 8- bit there are plenty of management 
games? Do you know of any up-and-coming soccer 
strategy games that I can look out for? 
Dan Tay§Oi\ Rochdale 



^j ^^ You're right that there hm been a defrnrte 
"^^ ^^ shortage of soccer management gomes on 
I 6-bit $0 far, but fortunate ly the situation looks like it could 
he improving. Wfui the football season suil in full swing and 
the WorJd Cup just around the comer, the soccer gomes art 
coming thick and fast, and already two excellent 
management-based gam^s have emerged - both of which 
are reviewed this issue Pioyer Manag er offers plenty of 
hurd-ncsed technicaf accuracy and strategic complexity, 
while Manchester United goes for a sJightfy more 
straightforward approach. Check out pages S3 and 79 for 
uV full low-down. 



BATMAN BOVVER 

► ^^ Dear The One 
^^ I have been reading your magazine for a few 
months, but unfortunately I missed the Batmani The 
Movie review for the Amiga. Please could you either 
send rne the review or reprint it, If it is not possible to do 
this, then could you please just print the ratings. 
Christopher Breed. Slough, Berks 



BOXED IN 

► ^^ Dear The One 
^^ Please could you answer the following; 

1) Are there any good boxing games (not boxing 
manager ones) for the Amiga? 

2) Will V iolence F ight or F in al Blow be converted to 
the Amiga? If so, when? 

3} Vyould you recommend TV Sports: Basketball? 
W Tunstallp Bournemouth 



« 



As for as we know, there oren J t any decent 
oif-action boxing gom^s on the Amiga a* yet — 
bvi Gnemawore's forthcoming TV Sporti: Boxing could 
well change oil that Neither Valence Fight nor final Blow 

hove been snapped upas yet, and on the Bos kttboll front - 
it was worth 93% last month. Is that recommendation 

enough for you? 



^^ ^^ Not bad, Gareth, but how obout these Me 
^^ ^^gems? 

What s cream-coloured and wean check trousers? 
Rupert the Amiga. 

Waiter waiter, there's an FM Towns in my soup. 
Don't shout, they*iJ all want one. 

Knock knock 
Who's there? 
Amiga 
Anwgo wno ? 
Amiga to meet you, so let me kt 

What's grey and hard? 
An ST with a flick-knife. 

What does jack Trcmd drink? 
STea 

Why did the sailor throw his Amiga overboard? 
Become he though! It was the anchor. 



^g ^^ Anything for a troubled soul, Christopher. 
^ ^ CONGRATULATIONS! 
YOU HAVE FOUND THE SECRET ROOM! 

Just correctJy ontwtr the following question to waJk off 
with a copy of fiajnojrds MiaVinf «#-_ 

The dftfrrtf in the cult classic science ftetwn spoof 
Bucfcaroa Banzai AaVentures Across The Eighth Dimension 
ail shared o very unusual name. What wat it? 

A John 

fl jeilyman 
CJzzXyyZ 



Send your answer on a postcard or the bock of a sealed 

envelope to: Secret Roam, The One, 30-32 fornngdon Lone, 
London EC I R 3AU. first correct entry out of the magic hat 
wins, 
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WELCOME TO THE 

PLEASURE DOME! 

What s,inLs.tf r power has forced the Magic Canyon 

Tht'rne Parii to clw down? Why does the mere 

men lion of its nam* send shudders down your 

spine? What terrible secret drove its fonner 

owner mwl? 

You're the inheritor uf this mysterious pleasure 

dome - only you can find the answer. Step 

through the creaking turnstile, (ward the 

mystery train ami ftp^rieiw a fantastic journey 

through four entirely different zones: 

Dream Land, Dragon Land, Future Land and 

Yesterday Land. 

With outstanding visual effects, siniskr sound 
and an infernal plot, this is one mystery you'll 

never forget Surviving it is an achievement. 

solving it is the most challenging part of all. 

Once you've stepped through the gates, there's 
iiii going back. 

OUT SOON ON ATARI ST, AMIGA .AND PC 



IS9n«KRiHLSi)HI.IWIT»:ii 






IMAGE WORKS, IRWIN HOUSE, 118 SOUTHWARK STREET, LONDON SKI OSW TELEPHONE: 01 928 1454 FAX: 01 5833494 
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BULLFROG Productions, the 
award- winning learn behind 
the classic God simulator 
Populous, is currently work- 
ing on what il describes as 
"the fastest, deepest, biggest 
and best game of all lime." 
And if whatsbeen developed 
to date is anything to go by, 
this is no idle boasi. 

Sporting the working title of 
Cyber Assautt 556, the game 
tooks set to expand the world 
of 16-bit gaming, pushing the 
Amiga far further than it ' s ever 
gene before - and that's no 
exaggeration. 

Cyber Assault 556 has 
been in production for well 
over a year. It was at 
storyboard stage long before 
Populous was conceived, but 
it's only now that the team has 
chosen to reveal its potentially 
Earth-shattering project 

Set in the year 5409, the 
player is cast as the last 
member of a hyper-intelligenl 
yel ruthless alien race that is 
none too happy to see 
thousands of other races 
expanding their empires 
throughout the Universe. The 
task you are set is to wipe out 
the entire universal popula- 
03 Won ( !) , so you can repopulate 
your species and assume 
absolute power This is 
achieved by traveling 
between galaxies Elite- style 
and stirring up I rouble 
between conflicting races to 
they declare war and wipe 
each other out. 

But it's not quite as simple 
as that - each of the game's 
50 BILLION (f) planets has a 
different culture, along with ite 
own delicate political and 
economic balance, and this 
dictates both how they 
behave towards you and each 
other. As they progress 
through the ages they 
develop technology, become 
more advanced races, and 
the governmental and 
psychological situation 
changes accordingly, By 
swapping technology, goods, 
information and scientific 
knowledge between planets 
(which Bullfrog calls Culture 
Trading), its possible to 
directly affect the advance- 
ment of a world - you can 
bring about terrorism and civil 
war F and subsequently turn 
them into warmongering 
races. 

However, it becomes 
obvious that small-scale wars 
don't help much - with so 
many planets to obliterate the 
process could take years, so 
you must devise a battle plan 
By subtly stirring the pot 1 its 
possible to start wars that 
have economical and political 
knock-on 1 effects to other 
planets and so create chain 



THE 
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CyberAssautt isn t just ft complex strategy game - It's al» a full-scale flight simulator! With hundreds ol alien ' 
races on your tail (as well as the Galactic Police) for a multitude of reasons, combat is commonplace berth in 
deep space and above the haaviiy-populated cfties on the planets 1 surfaces. As you wreak havo* ever this planet, 
C *I!i?*!!!L °? 9 *? ****** people mill about on the streets and there s even a working railway system complete 
wttn trains and stations! "Everything on every planet can be destroyed,* 1 enthuses Molyneux. 4 *you can blow up 
cam, strafe people with laser Nre, knock out the trains as mey travel and even blow up the skyscrapers 1 ) H To watch 
tMs section ifvaci ion p as you weave through theclty '■ bu Sidings attop speed and fly down onto the streets, i snothing 
short ol mind -blowing. 3 
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reactions The ultimate objec- 
tive is to trigger one huge 
intergal actio apocalypse! 

Peter Molyneux, co- 
designer of Populous and 
now the driving forte behind 
Cyber Assay ft 556, explains: 
Its a little like Carrier 
Command or Elite in the 
sense that it's a combination 
of action and combat and 
complex strategy. But we 
believe we've created 4 game 
design which is much much 
more complex, with the dip- 
lomacy and technical trading 
aspects. We've got 50 bitan 
independent planets interac- 
ting, trading t and fighting with 
each other, and you re caught 



in the middle, This isn't a 
game - it's a real Universe 
inside a oomputerr 

Bot while all of this may 
sound pretty astounding, it's 
CyberAssault 556s technical 
achievements that are most 
breathtaking. By taking time 
to dissect the Amiga's by- 
and-large unexplored hard- 
ware, the team's approaching 
it from a innovative program- 
ming angle and has managed 
to trick 7 the machine to 
perform at almost FIVE 
TIMES its normal processing 
speed. 

"CyberAssault is entirely 
vector-graphics based," 
Peter elaborates. "The star- 




EVER? 




fieldSp alien space fleets, 
planetary surfaces, back 
holes, and space platforms 
are all line-drawn, filled and 
light-source shaded, giving a 
ray-lraced feel. We took a 
long hard look at the Amiga's 
Copper and B litter chips h and 
worked out ways in which we 
could put them to better use. 
Now we can use the two 
custom chips to boost the 
Amiga's processor power 
nearly five-fold!" 

The results of Bullfrog s 
b rea klhroug h is only too clear. 
CyberA&sauH can deal with 
over 400 MILLION vector 
computations at a time - 
allowing over 1 ,500 objects to 
be manipulated in real 3D 
space at any time, with no loss 
of speed or fluidity . And with 
over 64 colours on screen at a 
time (Bullfrog has devised a 
way of ' fooling ' the Am iga into 
displaying more colours than 
it's actually got], its nothing 
short ot incredible. "We've yet 
to see anything - even a 



coin-op - that can manipulate 
tilled vector graphics at Ihis 
speed. Hard Drivin' in the 
arcades is probably the 
closest thing speed-wise to 
Cyber Assau It ( * Mo I y n eu x 
reveals. CyberAssault runs at 
25 frames a second - the 
average update speed tor 
graphics this detailed is 
usually nearer to one frame 
every two seconds! 

And that's not all. Bullfrog 
has pioneered a new system 
of artificial intelligence which it 
has used to set up Sim Net, a 
computerised network 
whereby all planets in the 
galaxy interact, and its 
through this system that you 
communicate with worlds, 
"We've developed Ihe most 
advanced artificial intel- 
ligence ever seen on home 
computer - you can actually 
converse with the leaders of 
different planets at length! 11 

All interaction with alien 
races is icon-controlled, and 
the conversations are all - 




get this - relayed through 
sampled speech! By storing 
samples as phonetics rather 
than complete sentences, its 
possible for the program to 
build words and phrases and 
make them flow realistically. 
Its a technique Crnemaware 
attempted to pioneer (see 
Work In Progress, Issue Nine) 
but discarded after many 
months of labour due to 
technical problems. But these 
are problems that Bullfrog 
seems to have ironed out, and 
the result is an exceptional. 
unnerving, almost human 
votce. 

Combined with the artificial 
intelligence, talking to an alien 
in Cyber Assu all is almost like 
having a conversation with a 
real person! And as an added 
boon, everybody you talk to is 
reap. "By using an Ultrasonic 
3D Digitiser, which was 
loaned to us by Surrey 
University, we've texture- 
mapped a variety of real 
peoples faces and converted 
them into vector graphics, so 
now we can maKe them talk 
perfectly in time with the 
speech and com pi etely rea lis- 
tically, It's really weird. The 
faces look as if they're alive, 
as we can convey virtually any 
facial expression - fear, 
anger, contentment, 
sadness, embarrassment - 
we can hardly believe it 
ourselves r 

Work on CyberAssault is 
currently in full flow - but even 
so there s still plenty of 
programming and design 
work to be finalised, and so 
BulNrog doesn't expect to 
have the project finished until 
next year - at the earliest! 
Electronic Arts has already 
set a tentative release date for 
March 1991 on Amiga only. 
But as Peter Molyneux adds; 
H Vou never know - we might 
yet coax something out of the 
ST and PC, loo." 

Meanwhile, Bullfrog's other 
two projects in progress (as 
exclusively revealed in The 
One in Issue 1 2) are nearing 
com pletion . You can expect to 
see Flood in the late Summer, 
but as for its incredible Super 
Populous-alike,., well, work 
has almost come to a stand- 
still with all enthusiasm being 
channeled into Cyber Assault, 
so a late Autumn release is a 
more realistic prospect. 



TOP TEN 

(Month Ending March 1 990) 

AMIGA 



1 


(1) 


FIGHTER BOMBER 
(Activision) 


2 


(2) 


FUTURE WARS: TIME 

TRAVELLER 

(Delphine/Palace) 


3 


(NE) 


RAINBOW ISLANDS 
(Ocean) 


4 


(5) 


OPERATION 

THUNDERBOLT 

(Ocean) 


5 


(NE) 


DRAKHEN 
(Infogrames) 


6 


(3) 


KICK OFF EXTRA 

TIME 

(Anco) 


7 


(10) 


GHOULS 'N* GHOSTS 
(US Gold) 


8 


(6) 


KICK OFF 
(Anco) 


9 


(RE) 


THE DUEL 

(Accolade) 


10 


(RE) 


MANIAC MANSION 
(Lucasfilm/US Gold) 




Compiled eMiosively for The One by Software Circus 
Ltd, The Plaza on Oxford Street, 1 20 Oxford Street, 
LONDON WIN 9DR Tel: (01) 436 Ifil I, 
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RICK NOT-QUITE-SO DANGEROUS 



RICK Dangerous, adventurer 
extraordinaire and star of 
possibly the toughest plat- 
form game ever, has been cut 
down a peg or two. Micro- 
Prose has announced a new 
cheat" version or Rick 
Dangerous for anyone a bit 
miffed by the fact (hat the later 
levels were just too difficult to 
reach. 

The tweaked Rick 
Dangerous allows you to 
choose which level you want 
to play. But beware! While 
making use of this facility to 
practice those unexplored 
levels, it must be noted that 
this has the same effect as 
using the cheat mode on ihe 



r\r\r 
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original version. So, unless 
you complete the game as 
you would do normal ly H you 
don't get to see the grand 
finale sequence at the end, 
Just for the record, helping 
hands for all four levels can be 
found in Issues 11,12, 13 and 



14 of The One. 

The enhanced Rick goes 
m sate soon, But if you 
already have a copy of Rick 
and wou Id I i ke to upg rade , you 
can send your oopy (disk only 
- not the packaging) to 
Micro Prose and have it 'rep- 
laced for the paltry sum of 
£4.89. Call them on (0666) 
504326 for more information. 

And if Rick Plus isn't 
enough for you, the author - 
Core Design is slill beaver- 
ing away on Rick Dangerous 
II for a September release 
This time our hero battles 
against the evil Fat Man in a 
Flash Gordon parody set in 
space. 



JUST ANOTHER MANIC MINER-DAY? 



HE'S BEEN in retirement foe 
nearly eight years now, but 
one of the industry's, best- 
loved cult characters is back 
- in the 1 6-bil conversions of 
the game that made him a 
megasfar. The gold -hungry 
Miner Willy performance in 
that Spectrum platform game 
Manic Miner can now be 
witnessed on the ST and 
Amiga, courtesy of the 
original publishing house 
Software Projects, 

Matthew Smith's classic 
creation (which was reputedly 
based on the even older 
plaiform pioneer Miner 
2049er) sees the tiny hero 
attempting to leap his way 
through 20 underground 
caverns, avoiding clockwork 
toys, solar mirrors and ram- 
paging toilets. 

Two interpretations of the 
classic game are included in 
the new 16-bit incarnations. 
For purists (and fans of Looks 
Familiar) there's a perfect 
copy of the original Spectrum 
version, complete with one- 
channel sound and colour- 
clash, and a contemporary 
version (called' Manic Miner 111 
featuring enhanced 
graphics and sampled 
speech, scrolling caverns and 
extra features such as bonus 
capsules. But of course 
there's no improving on the 
original game, and it's a 
sure-fire bet that it's the 
classic version that proves the 
most popular of the fwo. 
Manic Miner is in the shops 
now on ST and Amiga - and 
all for just £9.99. 
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HIGH SCORE 901830 
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SCORE 
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lA#hy. M takes youjaack, doesn't It Eugenes Lair, just one of 



flame Miner's 20 taxing caverns. 



Ttw contemporary version may bo«l 16-bfit aesthetics and 
new gameplay foal urea, but it's not a i*.*ch on the original. 



TOP TEN 

(Month Ending March 1990) 

ATARI ST 



1 1 


(NE) 


PLAYER MANAGER 
(Anco) 


2 


(NE) 


ULTIMA V 
(Origin/Mindscape) 


3 

- 


(") 


CHAOS STRIKES 
BACK 

(FTLVMirrorsoft) 


4 


(NE) 


OPERATION 

THUNDERBOLT 

(Ocean) 


5 


(10) 


GHOULS 'N' GHOSTS 
(US Gold) 


6 


(NE) 


DRAKHEN 
(Infogrames) 


7 


<RE) 


TV SPORTS: 

FOOTBALL 

(C i nemaware/Mirrorsoft) 


8 


(RE) 


FALCON: THE 
MISSION DISKS - 
VOLUME ONE 
(Spectrum 
HoloByte/M ir rorsoft) 


9 


(NE) 


RAINBOW ISLANDS 
(Ocean) 


10 


(RE) 


HARD DRIVIN' 
(Tengen/Domark) 



Compiled exclusively for The One by Software Grtus 
Ltd, The Plaza on Oxford Street, 1 20 Oxford Street, 
LONDON WIN 9DP Tel: (01) 436 Ml I. 
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L New standardsof realism, 3D graphicsand 

excitement 

• Command a billion dollar US Los Angeles 
class submarine, or a top secret Soviet Alfa 
in sorwoftheWortdTs most notorious 
hot-spots 

* 1Q different scenarios with infinite play 
possibilities 

For a FREE brochu re, please write to the 
below address, stating machine type (Amiga 
or IBM only) and the magazine in which you 
^ s-wthis ad. The first 100 applicants will also 
receive an exciting 688 mobile! 

AMIGA £24.99 IBM £29.99 
IBM & AMIGA only. 

DepL688, 

Electronic Arts, 

11/49 Station Road, Langley, Hr. Slough, 

Berks, SL38YN. 
Tel: 0753 49442 



ScreenshQis represent IBM vtfsm we think the Amiga version 
kooks even better! 
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NIC ARTS 



NewS 



UBI-DOOBI-DOO! 



FRENCH software publisher 

UbiSoffs goi a pot pouri of 
wares imminent tor release. 
The long-awaited Amiga con- 
version of the cult ST hit 
Putty's Saga (reviewed in 
Issue Four) is here at last, with 
a multitude of new features 
making up tor the long wait. 
Entitled Super Puffy, it 
features swish new presenta- 
tion, enhanced sampled 
sound, new mazes and 
aliens, and a fullscreen disp- 
lay. 

In a more original vein, BAT 
promises to be like "nothing 
you have ever seen before 11 . 
BAT (Bureau of Astral 
Troubleshooters) is an RPG- 
cum-adventure which sets 
the task of disposi ng ot t n qv i 
interstellar dictator Vrangor. 
UbiSoft promises over 1,100 
locations to visit as you jet 
around the galaxy, and these 
include underground cities, 
casinos, parks and seedy 
bars, as well as a host of alien 
characters to interact with 
After 1 8 months in devetop- 
ment, BAT should be 
released in May, 

Following shortly after is 
Unreal, a multi-level mix of 
shoot 'em up amJ arcade 
adventure action Cast as the 
musclebound hero Targan, 
you attempt to save a damsel 
in distress from the clutches of 
an evil wizard. Unreal is 
diverse to say the least - if 
you aren't navigating riverson 
the back of a d ragon p you chop 
up enemies with a mystic 
chainsaw! 




|*irtWevwl daahing and swiping in Ubl&ott'ft Unreal 




Ou per Putty - Everybody s f a vou 
Oback on in* Amiga - and he' 

Finally there's Fred, a 
no-nonsense arcade adven- 
ture, this time with a tongue- 
in-cheek feel. As the brave 
knight of the title, you under- 
take a mission to rescue your 
princess sweetheart from 
captivity, Battling through 50 



rite piece of bounc i n g dough Is 
a. in full effect. 

locations, our Fred takes on 
over a hundred deaih-crazed 
creatures before finally 
reaching his loved one. And 
even then its not over. . 
Expect to see Fred released 
over the next couple of 
months on ST n Amiga and PC 



MINDSCAPE MAKES OUR DAY 



TWO OF the cinemas 
favourite characters are soon 
to burst onto the 16-bit scene 
courtesy of Mindscape - and 
with a novel Iwist, The 
Sussex-based firm has I he 
binary media licences to Dirty 
Harry and Mad Max - but 
unlike most other film tie-ins, 
Mindscape has the freedom 
to do almost whatever it wants 
with the characters What 
looks most likely at the 
moment is a pair of games 
based around Harry and Max, 
both drawing on elements 
from the moves, as opposed 
to a straight film adaptations. 

The two games are well 
underway at the moment, but 
neither is planned for release 
until the Autumn. And of 
course, there's a good 
chance of more Harry and 
Max games following after 

Continuing the cinematic 



vein, Mindscape has also just 

acquired the licence to the 

new Tom Cruise movie Days 

Of Thuncter, in which the 

hunky screen idol plays a 

racing driver. The movie's 

released in the states on the 

Two of Itie cinema * flrefttaai law enforcers Inspector Dirty 

I Harry CaUaghan and ^MacT Mai Roekanatky are both 

signed up tor 16 hit duty with Mindscape. 



fourth of July (seems approp- 
riate^ and should hit these 
shores around September, 
landscape's hoping to get its 
adaptation out at the same 
time. 



TOP TEN 

(Month Ending March 1 990) 

IBM PC & 
COMPATIBLES 



I 


(2) 


CHESSMASTER2I00 
(Mindscape) 


2 


(1) 


FLIGHT SIMULATION 

IV 

(Sub Logic) 


3 


(5) 


INDIANAPOLIS 500 . 
(Electronic Arts) 


4 ! 


(4) 


688 ATTACK SUB ' 
(Electronic Arts) 


5 


(NE) 


XENON 2: 
MEGABLAST 
(Image Works) 


6 


(NE) 


FLIGHT SIMULATOR 
SCENERY DISK: WEST 
EUROPE 
(Sub Logic) 


7 


(7) 


THE COLONEL'S 

BEQUEST 

(Sierra/Activision) 


8 


(9) 


KING'S QUEST TRIPLE 

PACK 

(Sierra/Activision) 


9 


(3) 


POPULOUS 
(Electronic Arts) 


I ,0 


(RE) 


F- 19 STEALTH 

FIGHTER 

(MicroProse) 



Compiled exclusive^ for The One by Software Circus 
Ltd, The Plaza on Oxford Street, I 20 Oxford Street. 
LONDON WIN 90P. Tel: (01) 416 281 L 
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Colorado LHHt). David (TRrian, d penuile** trapper, diikic* up the South Platte 

river in search of adu nlu rt L ami rkhes. 

Deep in the ft ildvmess. he meets a dyin^ Ciheyenne Indian. VWtng Lo Imn him in 

the style of a Warrior, tntrutn is rewarded with an ancient map showing ihe *m 

lii ihc le^enrian Ijiki (roll! Mini- of P<H:ahoiLla&. 

The finite will lead htm through Pawnee territory' ^ nuisl femaiine of Indian 

tribes, across hostile wolf- infested land... and means he must shoot the 

terrifying w 'kite-water rapids of die Colorado in a flints* Buffalo-hide canoe. 

But there i> no going Isitk now fur O ' Brian is haunted In the scent of Gold. 
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NewS 

mirrorsoft's mixed bag 



WHAT a lot Mirrorsoft's got! 
First up is a surreal arcade 
adventure called Theme 
Park Mystery. Its a bizarre 
mix of arcade exploration and 
adventure- style puzzle- 
solving thai takes you through 
four areas of an eerie theme 
part: Yesterday Land, Future 
Wars, Dream Lard and 
Dragon Land. But can you 
solve the mysteries within and 
restore the park to profitability 
once more? Find out when 
Theme Pank Mystery is 
released in April. 

In May Cinemaware's third 
TV Sports installment hits our 
screens TV Sports: 
Baseball promises an 
innovative approach to the 
sport and plenty of TV-style 
p resentation . S ur p rising ly , 
the PC version is the f i rst to be 
released Amiga owners 
have to wait until June. 

Spectrum MoloByle's 
Flight Of The Intruder is 
effectively the follow-up 10 its 
award-winning Falcon. Fly- 
ing an A6 Intruder or an F4 
Phantom, you progress 
through a series of missions 
over North Vietnam at the 
height of the conflict, ST, 
Amiga and PC versions 
should hit the streets simul- 
taneously. 

July sees the release of 
Bach To The Future Part II 
(which should coincide with 
the third cinema installment). 
As in the film, the game has 
Marty battling through time to 



save the future, while thwar- 
ting the plans of the dastardly 
Biff At about the same time 
you can also expect to see 
Wings (Cinema ware *s World 
War One flight simulator 
featured in the last issue) ami 
the Bitmap Brothers 
Cadaver. 

Coming later in the year. 
Riders Of Rohan is a 
wargame-cum -adventure 
based on a section of Tol- 
kien's classic fantasy novel 
Lord Of The flings. It's set to 
appear in September along 
with Speedball 2 (see page 
36) and a parallax-scrolling 
platform romp called Up And 
Away, where two players 
compete to colled water from 
Earth in order to save their 
drought-stricken planet. 

Finally, we have what could 
be two of Mirrorsoft's biggesi 
releases of the year. Killing 
Cloud is the latest from 
Vektor Grafix (who wrote 
Fighter Bomber) and con- 
cerns a huge toxic raincloud 
that's mysteriously appeared 
over San Francisco and 
wiped out half the city's 
population f Your job is to find 
oul how ar>d why it got there H 
and of course, to get rid of it. 

The second potential block- 
buster is Duster from Real- 
time Software (the team 
behind Carrier Command). 
The pseudo-strategy ext- 
ravaganza is sel in Ihe year 
3B00 AD ¥ and prom ises plenty 
of action atxl depth. Roll on 
Christmas. .. 




lea (lime Software dusts off Duster for a Winter release 




Oth& 



trum Holobyte takes to the air once more with Flight Of 
Intruder. 





^^Inemaware's TV Spoils: Baseball. The bases are loaded. 



AN OCEAN RPG? 



DESPITE having two games 
based on the forthcoming 
Clive Barker movie Nigh*- 
breed already in the pipeline 
(see Work \n Progress, Issue 
17) r Ocean's promising a 
THIRD! This one's a Role 
Playing Game and is being 
produced by Imagitec, 



Marty McFly saves the world again in Back To The Future Pari II - th i s ti me on 1 6-bit, eo u rtesy of 
I - 



Work's well under way - 
but don't expect to see 
anything until the latter half of 
the year (the movie's not 
released until August 
anyway). As Ocean's Gary 
Bracey puts R: "It's a bit 
different, Well be pushing 
back ihe boundaries of RPG 
gaming with this ony " 



I Image Work*. 
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Escape To The Golden "ZVge of 
Imagination Decides The 



. 1 



ads, Where Yo 
Of A Nation 



hitf business- Tough dcdwm. Excitement, thullvn^i 1 and 
1 1 Kripi llin^ ;it tent inn 1o delniL Sid Meier* & Railroad Tjemm 
deliu-rm^in entire era lo jour personal tuimputrr, 

Sid M tier's Roitroad Tycoon re-creates the golden age of 
m i I mads 4 giving players complete control of the economic 
resources of ihc Industrial Ajc, and die commercial struggles that 
would thnisi the world into the 20ih Century, 

You control ever) axpeel ofyoui railroad** operation, Ever) 
choice yuij nuke ;ii Il-li v ihe world aruuml ym. Determine the Fat« 
of towns, ihe prosperity of businesses the 
success of entire industries. 

, Sele< i i In- \.\ pes of trains dial will run 
on your railroad, determine their 
schedules ami designate the kind of cargo 
they'll cmry. Stan in the early 1800s and 
try to keep business bodning ihniujzh 
irn idem times. Watch towns prosper as 
your empire grows; watch economics 



I plunge as your fortunes wane. 
Overcome naiuntl hazards Mich .& 
KtontiN and Floods, or man-made cal 
phes like labor strikes and rate wars 
can send you in the poorhouse quid. 
Hm he careful. There areothei tyi 
* out there hrilJijiiit industrial ISts sl 
■ \ mderbilt, J.R Morgan und Jim lli.1 

"term hied to crush you or brush you from their path. 
Sid Meier** Railroad Tyvoatt, Build si nation your way, 
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AVAILABLE FOR YOUR IBM PC 
& COMPATIBLES. 



O) 




ELEASE 



APRIL 





Accolade promises PC owners the chance to 
exercise their grey matter, with the release of 
Day Of The Vipar on the PC at £24.99. 

The company's major new product comes in the 
form of Gun Boat , i nitially out on ih e PC , with the ST 
and Amiga versions following some time in June, 
Described as a river boat com bat simulation, with a 
touch of the Apocalypse Now about it, there are 20 
missions, spanning across Vietnam, Columbia and 
Panama. 



nmvision 



Aninja on its own is a pretty daunting figure, but 
one that encompasses the spirit of the Great 
White Wolf is sure to cause double trouble. Yet you 
need all your weaponry and a hefty dose ot 
energising crystals to tackle the dreaded beast thai 
lurks in the bowls of the Earth. Converted from the 
Irem coin-op, Aclivisions Ninja Spirit is available 
mid- April on the ST and Amiga, priced at £24 99. 




Recapture Ihe joy of crowding around a quiz 
machine in your local boozer, with Pub Trivia 
Simulator. Out on the firm s £4.99 budget label, 
PTS boasts plenty of testing questions - the beer 
n K tabs come extra. 




The beginning of April should witness the release 
of Psycho Killer - fresh out of Broadmoor The 
game is in fact the brainchild of Fergus McNeill. 
creator of DeJta 4s The Boggit and Bored Of The 
flings (remember those?). Written using a 
CD-ROM Altering System, Psycho Killer boasts 
cinematic digitised images, much of which comes 
from original footage, specifically shot for the game. 
Available on the Amiga, priced at £24.99 

Also in the pipeline is an as yet untitled 3D golf 
game for the 1 6~bit formals. The game depicts TV 
coverage of a golf tournament, taking camera angle 
views of four different courses, as well as a practice 
driving range 





ElECTROniC 




Almpeiiurrv light years ahead. 




A An empirical weight: Impenum 



lis a good month for EA's SSG label with four 
(products set to hit the shelf, all bearing thai 
distinctive SSG style. Halls Ot Montezuma battles 
its way on to the Amiga, priced at £24,99, whilst 
Gold Of The Americas finally reaches the realms 
of the ST. 

The dark and barbaric world of Fire King stamps 
its monster chaos onto the PC, with The American 
Civil War also entering the domain of the PC, 
complete wilh its six authentic battle sequences. 

Meanwhile, lurking on the horizon, veering 
between a late April or early May release date, is 
EA's promised Big Thing - Imperlum on the ST 
and Amiga (the subject of a Work In Progress in 
Issue 1 7). For all budding Napoleons this futuristic 
space strategy offers the chance to guide your 
empire over a millennium, eventually becoming 
supreme ruler of the sole Sun Empire, 




A Full of Eastern promise . . . N In) a Spirit 




A Aquatic arcade adventure In Treasure Trap. 
-4 Leatherneck; going down a bundle. 



ElECTROniC 
ZOO 



Ensnare yourself in EZ's Treasure Trap on all 
formats at £24.99. Plunge through 100 
multilevel rooms in this underwater puzzle game, 
searching for E zme re Ida s gold bars. Also pencilled 
in for an April release date is Xiphos again on all 
formats at £24.99. Described as a space strategy 
with a difference, the game boasts realistic 3D 
space battles aided and abetted by billions of 
polygons. 

And on a si ightly d iff erent note , EZ is bund I i ng five 
games with an Amiga or ST disk drive. The bundle 
has a nominal value of £125.00, but will sell at 
around the £90.00 mark, and as well as including 
such titles as Microdeal $ Leatherneck and 
Gold runner, Gosmi's Super Huey, Hewsons 
Exolon and Audiogenic's Impact, the disk drives 
also come with a free One Year Warranty. 



mm 





NATO 



Somewhere in the desolate and freezing wastes of the 
North Atlantic, between Iceland and the Kola Peninsula, 
a Soviet battle fleet is lurking, ready to pounce on its prey. 

As NATO Task Force Commander you must deploy your 

fleet of submarines, ships and aircraft to locate, engage 

and defeat the Kremlin's finest. 
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MlO MIRRORSOFT LIMITED 
^■bQ 360 



Produced by LARRY BOND the Naval 

Analyst, HARPOON portrays the 

superpower's final confrontation. Now 

it's up to you. 

With graphics that make everything else 
look like finger painting and an arsenal of 

weaponry that comes uj* to youi 
armpits HARPOONS non-stop action, 

relentless intensity and chilling 
responsibility will leave you ga 

It's more than a mere game - it's a 
current event r ! 

Available now on PC. 
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unmnTions 



For alt those Saturday mom i 119 TV buffs comes 
Enigma Variaiion's most prestigious license to 
date - Defenders Of The Earth. All the cartoon 
characters make an appearance, as Flash 
undertakes a daring plan to enter Ming's fortress, 
but the Men Of Frosi and the Mighty Ice Robot are 
bound to put a few spanners in the works StilL 
Mandrake, Phantom and even little Zuffy are all on 
hand to offer assistance Initially available on the 
Amiga, an ST version is currently in development. 



GRM1D5LM1I 



After over three years in development, Thalions 
vast role playing game, Dragon Flight, finally 
makes Mb debut on the 16-brl formats at £19.99. 
Described as being like Dungeon Master bul six 
times bigger, Dragon Flight should while away a few 
hours, days, weeks months even... 

Another Thalion product in the pipeline is 
Leaving Teramis, also on the ST and Amiga at 
£ 1 9 99. As the title suggests , Teramis isn | the most 
wonderful place in the Universe, so it s hard luck 
that you happened to crash land I here. So start 
rebuilding your space ship and get the hell out 
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A Shy high: Cloud Kingdoms. 




A International Championship Wrestling; gripping. 




A Hostages; held on compilation. 




AFire And Brimstone from Firebird and Bak. 




And in the Hewson corner we have International 
Championship Wrestling on ihe Amiga at 
£24.99. Flex your biceps against such musde- 
bound mean machines as Kay- Leung Killer' Khan 
or Ivan The Bear 1 Trotsky But if you are feeling 
particularly brave, try getting the mystical World 
champ. The Cuban Bruiser, into a Double Nelson. 



ItlFOGRflmES 



The French firm has quite a few releases stashed 
up its sleeve for the coming few weeks, First off 
the mark is Ihe computer boardgame Full Metal 
Planete on the PC ai £24 99, whilst the race n' 
chase Chicago OT also makes its way onto the PC 
at the same price. 

Following hot on their heels comes American 
Dream on all formats at E2499, This tour-game 
compilation hosts such Infogrames classics as 
Hostages, Bubble Ghost, Super Ski and 
Operation Neptune Another compilation called 
Future Dream is also in the pipeline, but with 
cross- Channel communication being what it is, the 
English office is not yet sure of its content. 

Bubble Plus, the sequel to the endearing 
B u bble Ghost, is also due lo arrive on all formats at 
£24 .99, along with the road racer Highway Patrol. 
Meanwhile Terrain Editor, an add-on disk for Sim 
CHy. offers new Features, such as trees and rivers, 
to the Amiga and PC owner for El 9.99. 



LOGOTROH 



[laving split from iis business software division 
lllast year, Logotron Entertainment is deter- 
mined to seal the break with the introduction of its 
new label, Millennium. First off the mark under the 
new banner is Cloud* Kingdoms on all formats, 
priced at £24.99. Set in a world of bouncing balls 
and lost diamonds, this 32-level multi-directional 
scroller is guaranteed to test your mental and 
manual dexterity to the full. 



niHROPROSE 



Currently winging its way across the Atlantic for a 
late April release date isMieroProse'sMl Tank 
Platoon on Ihe ST and Amiga, All the thrills and 
spills of a realistic tank simulation Involves 16 
possible outlooks on the ensuing battles. 

Also on the MicroProse label comes Railroad 
Tycoon on the PC. Proneer your railway path 
through the mid- West, Europe or the UK to the 
backdrop of much financial wheeling and dealing, 

And from the creator of Goldrunner comes 
Steve Bak s Fire And Brimstone. Take control of 
Thor, the God Of Thunder in your quest to 
extinguish the fires of hell Available on the ST and 
Am iga , th is multi -level arcad e ro m p boasts plenty of 
puzzles and traps in the genre of Rick Dangerous. 
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sensational new 3D Action Adventure from Incentive* in spectacular 

Super Free&capt ™ 

Incentive, the award- winning team behind the massive hits DRILLER, DARK 
SIDE and TOTAL EC! JPSE have done it agam! CASTLE MASTER 
is the result of years of work on their highly advanced Animated Solid 3D 
development system. It will catapult you into a world of fantasy. 
Use your eyes and ears to discover solutions to the brain-twisting puzzles, Secret 
rooms, twisting corridors and hidden traps, all in superb SOLI D 3D make Castle 
Master the most atmospheric Action Adventure you'll ever play. 

Enter 'Castie Eternity" if you dare! You could be there forever, 



ROLL OF HONOUR 
Incentives p&tt award* inc lude 

Cm&h Readers' Award* 

- Beit Graphics 

- Mo*t Imaginative Game 

— Best Overall Game 

* 

€ & VG Golden Joystick Award 




KM 



* 




incentive 

The Award NhMW 



Available on: Atari ST f Amiga, IBM PC 3,5" 

& 5,25 „ Cammdnore 64 (cassette, disk) 

Aim trad (cassette, disk) Spectrum +3 f 

S pet t rum 48.128 

Atari ST C 64 Spectrum & Amiga Screen shots 

Programmed liy Incentive Software v >' 1990 New [>imcnticn Interruitioiini Ltc 
Published hy Domark Ltd. F*rry Home. 51-57 Lacy Road, London SWI S 1 PR 
Tel: 01 -7B0 2Z24 



Commodore Computing International Otkar 

Amstrad 100% Prix De L p Innovation 

Computer Industry Award — 8 Bit Programmers 
of the Year 



A 



A- a- 



A.RK 







r ^ t 


m 






ELEASE 



APRIL 




minoscflPE 



Currently celebrating its tenth birthday, the 
Uitima series kicks oft Ihe new decade with th& 
sixth version of Origin's highly successful 
role-playing romp. Picking up where Ultima 5 Jeft 
off, this one incorporates a revolutionary new 
playing system, guaranteeing that despite its 
veteran rank, Ultima refuses to show its age - a bit 
like Joan Collins really. Out on the PC at £29,99. 
Finally, there s Software Toolworks Life And 
Death. The abdomen -orientated operation simula- 
tion was reviewed on the PC in Issue Nine, but is 
now doing the rounds on ST and Amiga for £29.99. 



miRRORSOFI 



FTL's Dungeon Master rears iis impressive 
head or the PC at long last, with Mirrorsoft luring 
prospective purchasers with the prospect of a tree 
and special joy stick-cum -sound chip adaptor - for 
a limited period only, though. 
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Ultima 6: Continuing where Its predecessor left off but in a revolutionary new win 

PRUNE US GOLD 
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The company s long, long, long awaited sequel to 
Mercenary is really, truly, honestly out now in 
the form of Damocles This leading-edge 3D 
adventure costs £24.99 on ST and Amiga. 




WE 



fizards, pirates, dragons and a host of other 
unsavoury characters all run amok in Ocean's 
latest arcade adventure epic, Ivanhoe Based on 
that legendary character, ihe game boa sis top 
class animation, with the ST version (£19.99) 
making an April release date, whilst Amiga will 
probably hit the shelves around May. 

Also bolstering up Ocean s Easter iine-up is The 
Official Liverpool FC Soccer. Management 
strategy and good ol" fashioned football combine, 
with the game due out late Apnl on the ST (£1 9.99) 
and Amiga ( £24.99) , Meanwhile Ocean "s X mas Big 
Thing, The Untouchables finally moves on to the 
PC , wh i 1st the coin -op con vers ion Shadow Warrior 
beats its way onto the 16-bit machines. 

Light reltef with Shadow Warrior, 
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The years 1801 and I he setting "s the vast and 
unchartered lerrains of Colorado. In return tor 
burying a dying Indian in the style of a warrior, you 
receive an ancient map, which if followed correctly 
leads lo the legendary lost gold mine of Poca 
Lontas, The search is on, taking you through 
perilous Pawnee territory and wolf-infested 
countryside, in a game which boasts over 100 
different screens. French Maison De Software 
Silmanls (remember Manhattan Dealers?} is 
responsible tor Colorado, which is due to appear 
on these shores around lale April, thanks to a recent 
deal with Pa lace. ST, Amiga and PC are al I p n c i k : . ; I 
£24.99 




A nice ecofogicafiy sound number here, with 
Debut, a complete planet simulation. Take 
control of an over* populated, highly-polluted planet 
- not desperaiely dissimilar lo Earth really - clear 
up the greenhouse effect and make the place a 
stable and habitable world m which to live. If only it 
could be so easy . Debut ' s d u e out i n m id- April on ST 
and Amiga, priced at £24 99 

Also on the Pandora label comes the PC 
incarnation of the fantasy role playing Galdregons 
Domain, along with aliens galore in the adven- 
turous space oddysey Xenomorph on ST and 
Amiga. AJI at £24.99. 



psvcnosis 



Anarchy is Psygnosis" lone offering this Easter, 
and is initially out on the ST at £24.99, with the 
Amiga version following sometime in May. Written 
by Wayne Smithson, creator of Baal. Anarchy 
makes no false claims - it's arcade shoot em up 
pure and simple. 



In what is bound lo be [he first in a furor of World 
Cup gamescomes US Gold s Italy 1 990. The firm 
is being decidedly tight-lipped about this latest title, 
only offering: "Its not just another football garnet 
Clearly keen lo keep Italy 1990 under wraps until 
the very last minute, US Gold will nodoubt reveal all 
come lale April, when the game kicks rnto action on 
ST and Amiga at £24,99, 

Firming up its Lucasfilm links, US Gold is also 
proud to present Their Finest Hour. This serious 
flight simulation based on the Battle Of Britain is out 
on 1 6- bit around mid- April, wiith a £29.99 price tag 
and a 60 -page manual 
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Colorado capers from Silrtwis via Palace. 








It is our privilege and pleasure to Introduce the first 2 titles of a completely new range oi the 

highest quality games for youf enjoyment with your Atari ST/E : Commodore Amiga or IBM PC. 

Developed up to a quality and not down to a price, each of the titles introduced over coming 

months to the new Encore 16 bit range already proved its popularity when first published as a 

prestigious lull price 1 title. 

Whether it is (tie official and endorsed version of a classic coin-operated arcade game, or an 

authentic sports simulation, there s bound to be something to suit your taste, 

Attractively packaged in elegant crystal cases, arid available now at a very affordable £9.99, each 

ot these titles from one of Europe's top publishers will make a worthy addition to your software 

portfolio, and is available from all good retailers, 

Elite Systems Limited, Anchor House. Anchor Road, Aldridge. 
Walsall, West Midlands WS9 WW, England. 
Consumer hot line: (0922) 743408 
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Ikari Warriors - Europe 16. 4/90 
- UK 2/5.90 
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Operation Stealth 

Following the interactive science fiction of Future 
Wars, Delphine once again takes to the air - 
only this time it also manages to keep its feet 
firmly on the ground. Gary Whitta sneaks an early 
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After the runaway success of Delphine 
Software s first foray into the adventure 
market with its innovative Cinematique 
system, the team is hard at work 
producing another game using the 
same system. Future Wars: Time Travelers 
(which has received almost undivided critical 
acclaim and armf uls of awards since its release last 
year) is to be followed up by something in a slightly 
darker vein, set in the world of international 
espionage - Operation Stealth. 

You are Jofin Glames, the CI As lop undercover 
agent on a mission to save the free world as you 
know it. A top-secret state-of-the-art radar-invisible 
Stealth Bomber has mysteriously disappeared 
from a h igh~secu rlty US Air Force base and it sup to 
you to get it back and bring the culprils to justice . 
At first you have no leads as to where the jet may 
have gone, but slowly pieces begin to fit together 
and yew realise that the plane is more than likely to 
be found in the South American republic of 
Paragua, where some very strange things have 
been happening of late. For a start the country's 
leader General Manigua has, over the last few 
months, changed from being a respected 
diplomatic leader to a drug-crazed psychotic 
dictator. Not a pretty sight Oh, and hes violently 
anti- American, which doesn t help things much. 

To make matters worse, your underground 
contacts have informed you that the KGB has heard 
about the bombers disappearance, and has 
despatched some of its top agents to Paragua to 
find it. And that's not all - the shady international 
crime syndicate SP YD ER is also rumoured to be on 
the scent. Wilh the Stealth project representing the 
lynchpin of Americas strategic supenority , losing it 
to the either the reds or SPYDER would be a 
catastrophe Realising this t you pack your suitcase 
with a variety of James Bond-style gadgets and jet 
off to Paragua to investigate. 

Once again, Cinematique's inventor Paul 
Cuisset is at the helm, designing and programming 
the game over the course of the last year with 
Phillipe Chastel And while Cinematique s look 
Ma, no text 1 adventure system stays roughly the 
same as in Future Wars, the system has been 
enhanced and improved to suit the new game s 
style. Some of the original's less friendly features 
- have been ironed out, too: its no longer necessary 
to stand rig ht on top of an object to exam i ne it or pick 
it up. and its also possible to carry out detailed 
examinations ot objects in your possession 

In the graphics department, things slay pretty 
much the same, but there have been a few changes 
- partly due to the more serious down to Earth 1 
storyline and partly due to the addition of Michel 
Bacquet (who produced the exquisite visuals for 
Ocean s Ivanhoe) lo the team And there's to be 
plenty more funky music to accompany the action, 
once again produced by Jean Baudoit. 

With work on Operation Stealth nearing 
completion, its release, once again via Palace 
Software, is scheduled for sometime over the next 
month or so. Oh, and by the way, Paul and his team 
are already hard at work on the next Cinemalique 
game after that - a murder mystery set on a luxury 
ocean liner called Ciuiw For A Cadaver. 





Your mission starts at Paragua International 
Airport - but where do you go from here? 
You could hall a cab, or perhaps that woman to 
the toft could be ot some assistance... 



r> t r ip do w n to you r u nd ies for a quick wash and 
Qbrush-up (note your reflection In the mirror). 
But who s the mysterious figure behind you? 

^^ 

Like Future Wars, Operation Stealth has a 
distinctive graphic style. While many ot the 
locations are quite small, the level of graphic 
detail is extremely high this control room (the 
purpose of which must remain a secret for the 
time being) is a shining example. 



Still no sign of thai elusive Stealth let - hardly 
surprising at this early stage. In fact, It's all 
very relaxed at the moment., until you get shot 
In the back by the KGB. 
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The 3fta prophet 
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For further information on Mindscape products and your local Dealer, contact: 
Mindscape international Limited, PO Box W19, Lewes. East Sussex BN6 4DW. 

Tel. 0444 86 545/547. 
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Anniversary of ULTIMA ' 

Tfte first Lfflrma 
developed on and tar 
IBM Tandy compatible 
computers! 

Watch for the 
deluxe, limited-edition 

of Ultima VI 
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Flight Of The Intruder takes you into the deadliest air combat environment the world has ever known 
- the skies above North Vietnam. 

In 1972, the USAF launched Operation Linebacker. US forces and their South Vietnamese allies are 
locked in a life and death struggle with the fanatical North Vietnamese Army. You must stem the tide 
of the North Vietnamese offensive fry cutting its vital lifeline to its front line troops. 

From the US Carriers in the Cuif of Tonkin on "Yankee Station' 1 , you must attack a variety of 

installations defended by surface to air missiles and the MiG fighters of the skillful and determined 
North Vietnamese Air Force* 

Only team work will gel you back alive/The "IRON HAND" flights must destroy or suppress the 
surface to air missiles whilst CombatAIr Patrol aircraft circle high above the strike force looking out 
lor enemy aktgUUuidlly, the sJ**Ke aircraft must find and attack the target braving a hail of small 
arms an^^flHI Mdilppflire at low level. Individual survival is not the only measure of success, 
it liJI tfij) as a whole that counts - there is no place for seekers of individual glorj 

[e MiG 17 and the more advanced supersonic MiG 21, capabl 
irld of operational flying and missj 
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FEATURES 



Choose between two of the besl aircrafl that ever flew J he F 4 
Phantom is last, powerful aid equipped with highly advanced 
avionics. If is so flexible thai it can perform any type of mission. 
The AG Intruder has the firsl all weather computer operated 
weapons guidance system (WANE) and an outs landing weapons 
load r both have stood the tesl of lime and are still in service. 

% Up 1o 8 friendly and 4 enemy aircrafl an screen simultaneously. 

& 2 different aircraft accurately simulated. 3 different roles: MIGCAR 
IRON HAND, or STRIKE. 

Realistic mission environment with enemy artificial intelligence. 
%-> Switch between Iriendly aircraft in flight. 

Carrier take off and landing with "MEATBALL" landing oid. 

® In-tight radio messages with radio message queueing system. 

% View from all aspects and 14 in cockpit views. 

■,§*> Large numbers of mobile targets including trucks, trains and 
barges. 

Realistic terrain token from contemporary operations mops 
including Hanoi, Haiphong and Than Hoo. 

% Instant "Quickstart option. 




StSEET LONDON 



-*>* • ' ■- 




FAX 01 583 3494 
M i rr o rso ft Limited 




X 

m 

O 





> 

TJ 



CD 
CD 

O 



THE TIC-TACTILE GAME 

If s simple in concept and easy 
to play. Catch the coloured 
tiles with the paddle and flip 
them into the bins to make 
same coloured stacks, 
diagonals and rows of three. 
Sounds easy? It is! The hard 
part is pulling yourself away 
from the game. 



THIS IS THE 90's 
THIS IS 






■ The latest craze 
from California! 

■ 99 waves of sheer fun! 

■ The fastest selling 

coin -op ever! 

■ Addictive and challenging. 

■ M a k e m u Iti pie k la x e s for 
massive paints! 

■ Challenge your friends in 
head-to-head action. 
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Work %h Progress 



He's back - as never seen before. Gremlin's cute coal miner 



Monty Mole makes a return to the screen after a three year 
absence. Gary Whitta dug deep and got plenty of dirt on the Core 



Design revival. 



st level: The Klondike Mines. Here you are 
accosted by the skeletons of dead miners, bats that 
noma in on you, gold prospectors who don't take 
kindly to moles muscling in on their action and even 
coal-filled carts that threaten to run you over. Core has 
included the famous Monty Crushers from the 8-bit 
games, but has added a little extra. II Monty get 
crushed, he emerges squashed down to hair his 
original size 



At well as picking objects from around the maze. 
/ Wonty can also stop off at the hardware store on 
every level Once li'afound, a ShopMolefwho^not yet 
been named) appears and guides Monty around. 
Everything from bazooka to energy giving worm 
cans are available here - but at a price. "There's one 
type of alien on every level that drops a golden coin 
worth 25 Mole Units when killed, 11 Rob reveals, "The 
shop is really a presentational feature, but we wanted 
to find some way of making It work with the gameplay, 
so what we've done is camouflage the shop entrances 
so you have to find them," 




aM Mi fi 




^tlftOriental World is populated by Coolie*, Bruce Lee flghtets, Sumo Wrestlers and rampaging Sony Walkmenf 
I My personal favourite, says Rob, are the Japanese tourists who wander around the level with a camera hanging 
down, Eve ry now and again they gel the camera and take a snapshot, accompanied by a blinding flash that whites 
the screen out. If Monty is facing the same way as the cameraman's flash when it goes oft, he's Blinded and loses 
energy. 

Soup Cans found dotted around the map come in 
handy, as Rob explains. h, Each weapon, Including 
Monty's kick comes in three strengths, and by picking 
up n soup can you can soup up your weapon. For 
example, your basic gun shoots a link? 'pop-pop' 
bullet, bul when it's souped up it fires a volley of three. 
At its most po went u I it shoots a volley of h oming bul lets 
that knock out everything.' 1 
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t seems like only yesterday that Monty burst 

onto our screens as one of the industry's 

earliest cult computer characters. He first 

appeared in Wanted: Monty Mole {1 984) as a 

satirical statement by Gremlin Boss Ian 

Stewart and programmer Peler Harrap on the 

long -running miners' strike - which in turn created 

plenty of controversy of its own, with its 

near-the Knuckle storyline. 

Accused of stealing coal from "down t'pit 1 , Monty 
faced a life in jail unless he could escape from the 
law, while collecting coal to keep himself warm, and 
ballot papers to defeat the maniacal Arthur Scargili 

When he was finally banged up in the 
much-demanded sequel Monty Is Innocent 
(1985), it was up to Monty's old pal (and master 
safecracker) Sam Stoat to release our furry friend 
from high security Soudmore Prison, And release 
him Sam did - although the graphic adventure 
format failed to attract anywhere near as much 
attention as its predecessor 

In the third of the series however, Monty returned 
to the popular platform formal For Monty On The 
Run { 1 &86), which saw the super-fil rodent trying to 
escape from Britain on a with the police hot on his 
trail. 

In Auf Wiedersehen Monty (1967), the fourth 
(and supposedly final) installment in the ongoing 
saga T Monty had to travel around Europe, earning 
enough money to buy himseff the Greek island of 
Montos before Intermoie could catch up with him 
But when Monty finally bought and escaped to the 
island, he was never heard of again. 

Until now. 

After three years of basking on Montos, our 
sun-baked hero is back in action. On one fine day 
while Monty soaks up the sun on the beach, a 
mysterious voice booms down from the clouds, 
pronouncing him "The Chosen One 11 with amission 
to desiroy five evil guardians Initially reluctant, 
Monty soon changes his mind when he's gfven 
superhuman powers, a natty blue suit and cape, 
and the title of Impossamole with which to cany out 
his quest. Leaping into his private yacht, the SS 
Coal Bucket, Monty flexes his pecs and prepares 
for his dynamic return to action... 

And it's with this scenario thai Gremlin has 
brought Monty Mole back into the limelight with 
Impossamole. But why now, just when he s 
beginning to enjoy his restful exile? Gremlin's 
Richard Barclay explains; We realised that 
platform games were becoming popular again, 
particularly with 16-bit gamesplayers. There's 
been more and more demand for them recently, as 
we saw with Rick Dangerous and Switchblade, 
so we thought we'd try to address I his re-interest, 11 
And if you want to produce a platform game, who 
better than Monty Mole to star in ft? 

The task of designing and programming a new 
game good enough for the Monty name was given 
to Core Design, the team behind Rick Dangerous. 
Switchblade, and Axels Magic Hammer three 
of the best platform 16-bit platform games to date. 
But even with such an impressive track record or 
the levels 'n 1 ladders scene, Core admits that 
following up the cult quartet of Monty games was no 
easy task. 

'At first we looked at all the old games and picked 
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out al I the elements from them that we con Id i nclude 
in Impossamole/' explains Core s Rob Toone P 
who's designed the game along with Greg Holmes 
and programme Andy 'Axel 1 Green. "We wanted to 
create somethirKj a bit more arcadey in style. You 
wouldn't expect to see any of the old Mori ly games 
in an arcade, but I don't think impossamole would 
look out of place " 

To look at Impossamole here, you'd be forgiven 
tor thinking that Core has just mashed together a 
few of its ideas from Hick D and Switchblade - but 
once you play it, it's easy to see that it's got a style all 
of its own. Th& five levels are each around 42 
screens in size and built like a maze, so unlike in 
Rick you have a choice of routes to take , and there ' s 
always something new to explore, or another set of 
aliens to battle, 

Itsthecombai aspect of Impossamole ihai Core 
believes sets its game apart from the rest. Rather 
than having to avoid the aliens on pain of death, in 
Impossamole Monty can beat the living daylights 
oul of I hem, thanks to his new-found super powers. 
Starting with just a powerful kick to defend himself, 
Monty boosts his destructive power along the way 
by collecting super-weapons, Bombs, guns, and 
rocket launchers are all at his disposal - but only 
temporarily. "We decided lo give the weapons a 
time limit rather than an amount of ammunition, as 
ammo is too easy to waste;' Rob reveals 'With a 
timer we can tell exaclly how far a player is going lo 
get with his new weapon, and set the aliens in the 
next part of the maze accordingly." 

Of the five levels in Impossamole, the first four 
(The Klondike Mines, Oriental Worlds Jungle World 
and Ice World) are accessible from a menu on the 
title screen, and can be played in any order "We fell 
that if someone buys a game and can't complete the 
first level, he gets frustrated because he wants to 
see more of the game. With this system he can see 
much more." The final level, codenamed Bermuda 
Triangle, is only be seen when the first four have 
been completed - and whal you can expect to find 
there won't pass Cores lips. 

Like the previous Monty games, Impossamole is 
devoid of all seriousness. Everything from ihe 
aliens lo Monty's dapper superhero costume has a 
wacky flavour - which created something of a 
problem for graphic designer Terry Lloyd.. . L At first 1 
just wondered what I was going to do. I knew we 
wanted something comical and cute, like in Rick 
and Axe I , but we didn't want to go over th e top with 
the design. We've got about 12 types of alien per 
ievel now, and they're all funny, but for different 
reasons. Some are funny because of what they lock 
I i ke, and some are funny because of what they do . " 

Sound is to be provided by Benn Daglish, who's 
worked with Rob Hubbard in the past, writing 
soundtracks for the previous Monty game. There's 
to be a choice of music or sound effects! although 
Core isn't sure what either will sound like as yet. 
Han Stewart gave Benn the brief, and now he's 
gone away and is doing it. We'll be interested to 
hear what it sounds like when it comes back," 

In fact sound seems to be only thing that isn't 
finalised. After five months of work, Impossamole is 
all but complete, and it s just a case of tidying up and 
bug- hunting. So can we expect a typical ly- 
extravagant Monty-style ending? Ha! We're not 
saying. I think we'll be doing something like Ihe 
endings of Japanese console and arcade games. 
Know whal I mean.,." 




In the jungle. Ihe mighty jungle... Chameleons lick you lo dealh. goggle eyed bumble bees sling you into 
submission and monkeys awing from Ihe branches and throw bananas when they land. It shouldn't happen to a 
mole. 



C* ch l«vel is designed as a long strip of screens for 
drMfnory saving purposes, and then compiled into 
the maze that makes up the final level but it's not all 

one frig labyrinth There are secret treasure rooms to 
befound. This is puce bliss tor Monty noaJienstodeal 
with and nothing but weapons and worm -cans to 
collect. 
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Terry Lloyd goes straight to Art Studio to design his 
I sprites, rather than sketch them out on paper first. 
What yon draw On paper and what finally appears on 
screen always turn out lo be two different things/ he 
explains. Here, a finished Monty sprite leaps into the 
air on the main design screen, whin all the animation 
frames for the jump are shown below. 

Aselecliun ol the sprites from the Oriental World and ihe Klondike Mines, including the infamous Japanese 
ourrst who takes pi ctu res of everything he sees. Says Terry Lloyd : A s p rite ca n take anything from ha If an hou r to 
a couple of days to d o. with all its an i m at ion frames you can never tell, We ve often started design i ng a sprite, and 
then realised halfway through that it wasn't going to work so we scrapped It 





-A TALE OF DRAGONS, CRIGHONS 
AND SPRITE CONSTRICTION 

(with very good reviews) 





DRAGONS BREATH 
THE FANTASY STRATEGY GAME OF 1990 

"You feel that you are creating magic" 89% THE ONE 

"Graphics are excellent, and the stereo sound effects are 
superb... go for it " 89% C&VC (C & VG HIT) 
"Pretty tasty., great feel and depth/' 92% CU (Sc-eenstar) 

ST/AMIGA R.R.P. £29.99 




SHOOT-'EM-UP CONSTRUCTION KIT 

- WHY WAIT FOR US TO CREATE THE GAME 

YOU'VE ALWAYS 

WANTED TO PLAY! i 



"The only restriction on your games writing 
ability will be your imagination!" 86% ST FORMAT 

"Plenty of fun., highly recommended." 84% THE ONE 
"If you've ever wished you could create your own games, 
this is a dream come true". 92% ZZAP! (COLD MEDAL) 

ST/AMIGA 
R.R.P. £29.99 






FUTURE WARS - 

THE AWARD WINNING, BEST-SELLING 
CLASSIC INTERACTIVE FANTASY. 

"Be prepared to have a really good time defeating the 
crughons!" 91% ZZAP! 

"An enjoyable, well presented product with a lot of depth. 
I whole-heartedly recommend it" ACE RATED 910 

'Brilliant." 90% ZERO 

"Set to become a timeless classic" 90% THE ONE^^c* 

ST/AMIGA R.R.P. £24.99 
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PALACE SOFTWARE - ART FOR GAMES' SAKE 
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"Unquestionably the most sf unning home computer jrow you 
mil hm?e ever seen" Commodore Computing International 

Cot yew guide Dirk the daring through the castle and caverns on 
his quest to rescue Princes Daphne from Singe The Evil Dragon? 

Never before have computer players been able to 

experience Animation like this, each screen comes to 

life with smooth running cartoon quality animated graphics. 

"The Animation is spell-hinding, and the chwtictm are 
OTJifflfitod stf smoo imy that you wonl know yau'rt nd 
etching a wm*entwnal cartoon* SVAmiga Format 

''Brilliant.., Superbly Animated" Games Machine 
Available now Amiga (A5OO/A20O0 with I MB, 
AlflOO with 5I2K) IBM PC (EGA, VGA, TANDY®) 
Coming soon Atai 

SPACE ACE 

"Enormously impressive The Antrmtion is fAsoluh%- 
astounding It's like watching a mrtcon,* Games 

Machine Stjr ftayet Award 

Available now Amiga (AS0WA1OWWA21H H] 
Atari ST{512K, Limited Gameplay with single sided 
disk drives) 

Atari STE (uses enhanced 1096 colour palette) 
Corning soon IBM PC and Compatibles 

■ I ft.ifr.n - l*ir" and "SpKeAa"Me nepaliud irjii-rtnflrttciwrwdbvBlusNGjtiup, Uili^im 
hjlnch ; ,n hi p. Led. usod jridtr IkHUf fmrn b!urh ( iirajp L Id AH ptaffl Jirtirunn. suum- ntd*- 
ctgrct end* jfid jjr*p l . .iv jh iHuih I nurracfivc Medu Inc.. CfitfwHtr LViimm 

| I^DBflBlwh.ALL = kll.H - kr-.l K . 

Please send me . ; ly/s of Dragons Usr/Space Ace for the 

Computer. 1 enclose a cheque/posla! order made * 

payable to Entertain in -n IrrcrnatU™! for£ ,\ % eadi) * 

Nunc 

Addn. 



of call imt credit card hotline 
(m KB 541212 




Distributed 
by Empire 



4 THE3TANNETTS, LA1NDQN, NORTH TRADE CENTRE, BASILDON 
ESSEX SS156DJ TEL No. (0268) 541 126 FAX No. (0268) 541125 
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Flimbo s Quest 




BOB NR:187 




BOB NR: 109 



BOB NR : 119 

B 
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This sequence demons- 
trates the amount of sh&er 
mouwbursting work that's 
gone into Flimbo, The flah 
leaping takes place hn a si ng I e 
block and throughout the 
sequence the fish stays Inside 
l he boundaries of that block. 
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BOB NR: 987 

As you can see, the editor is pretty spartan, with the graphics being built up 
jiitel by pi xel i n the window on the top left of the screen . When the artist has a 
complete block, it's 'saved' 16 the character set on the lop right. Than blocks 
can be selected from the character set and added In any position in the 
background or foreground scroll. 



T'he reason the editor 
was m ade so you could 
edit both sections of the 
parallax scroll was so you 
could see where the 
graphics were moving to 
and behind what. This 
means the artist didn't 
Spend hours drawing 
graphics that would be 
hidden behind the foreg- 
round. Check out the rope 
bridges... how do you 
draw curves like that by 
eye alone, eh? 



Qome 
Otfiem 




onia of the backg round graphics a re so attractive you spend time fook i no at 
ttMtn instead of paying attend on to the bad guys. A fatal mistake. The 

backgrounds are as lush and colourful at the foregrounds, and great care has 

been taken to make them watchable, and not cluttered. 
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Phil South takes a hop, 
skip and a jump to 
System 3's Pinner HQ 
to find that its latest is 
something of a 
departure from its 
fightin' 'n' fumpin' past. 



Consoles have had a big effect on computer 
games, bringing us back to thegood old days of cute 
platform games. And F limbo's Quest, designed by 
a group of Dutch programmers specially tor System 
3 is no exception . 

The designer of Flimbo' s Quest is Laurens Van 
Der Donk, wilh help from System 3's own pucker 
diamond geezer, Adrian Cale, 'Basically what 
we've got here is something thai System 3 has not 
been known for in the past," Cale reveals. "It's a 
completely new field for us, because it's a 'cute" 
platform game, Many have been done, obviously, 
but we don't feel many have been as polished as 
this. Anyone familiar with System 3 games knows 
we do release quality games - finished games. We 
release very few games, but good games and 
games that sell " 

But Flimbo s Quest is a startling departure from 
the normal System 3 product and couldn't really be 
furl her from the likes of the Las* Ninjas So why a 
cute platform game in this day and age? Well, firstly 
System 3 is parting from its age old deal with 
Aclivision to produce its own games on its own 
label so what better than a total departure? 

But don ' I think that just because Fl i m bo ' s is a new 
product and one that didn't take very long to make 
that it lacks the quality that Adrian was talking about. 
F limbo's is technically impressive, more so for the 
fact that this big, 32-colour. parallax scrolling romp 
is the f i rst ever Amiga fare written by these lads from 
the land of clogs and cheese, 

Flimbo is the story of a simple young lad and a 
Mad Professor, but it's a trifle more complex than 
that... "What you've got is a Mad Professor who's 
been looking for an elixir of eternal youth. What's 
happened is that he's tried the experiment on 
himself and it's gone wrong and now he's rapidly 
ageing - ils had (h© reverse effect 1 ' 

The only way he can reverse the situation is by 
kidnapping a nubile young girl, strapping her up to 
the experiment, and so he gets her youth and she 
cops it. So now, enter Flimbo, He's Ihe hero, and it's 
his girlfriend who's been kidnapped by the 
professor. She's hooked up to the machine and the 
experiment is going to take place at midnight." 

In order to gel to the castle, Flimbo has to race 
against the clock through some weird and 
wonderful worlds, and seven levels. You have to 
pick up scrolls as you go through each world. Each 
scroll contains a letter of a password to let you leave 
the world and move to the next one Having shol a 
creature to cdlect a scroll, you lake il to a shop on 
one of the platforms. Here you give the scroll to an 
old man who adds the letters together. 

You can also pick up bags of money which enable 
you to buy ce rtai n extra powers from the shop ; more 
powerful shots, extra time, or invulnerability. You 
can also buy scrolls, but this requires lots of loot. 
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There are special hidden rooms in each world, and 
those are FULL of money. There are two ways you 
can collect this money - either by running about 
and picking it up, or by collecting each bag in a 
special order which sometimes doubles the 
amount. 

The team behind F limbo's Quest comprises 
designer Laurens Van Der Donk, artist Arthur Van 
Gol, and programmer Roger Schuttelaar It would 
be easy to assume that such a good looking and 
playing program was written by a crack team of 
Amiga programmers, but in fact the three of them 
are still at school in Holland, and Flimbo is the 
team's first ever game design - and their first 
program on the Amiga. 

The game was originally programmed on the 
C$4, and in fad the first version of the game running 
on the Amiga was on a G64 emulator! The game 
was seen first at the last PC Show in September 
1 989 , and it ' s taken si nee the n to get it converted to 
the Amiga. The tiles were transferred to the Amiga 
using the C64 emulator and then tweaked to fit 

Rather than being drawn on DPaint III like you 'd 
expect, the graphics were in fact rendered on the 
team's own editor. The program they wrote bore 
more resemblance to some old-fashioned C64 
graphic editor, and each graphic, big or small, was 
built up from smaller blocks and bolted together. 
Something of a brute-torce method in anyone 
else's hands, but the results are surprisingly 
polished and effective. 

The most impressive pari of the editor, which 
handles both sprites and backgrounds, is that it 
d re w both 1 h a levels of paral I ax al cnce F allowing the 
artist to draw the background and foreground 
scrolls on the same screen. The foreground is then 
removed to reveal the background for construction. 
They didn't actually draw on the screen, but rather 
assembled it from previously drawn blocks. As you 
can imagine this is an incredibly tedious process, 
especially considering the amount of colour and 
vitality in the graphics. 

But il's ail worth it. The graphics are sparkling, 
and this is due in no small amount to the fact that 
there are 32 colours on everything in th e game, from 
the far background scroll to the players on the 
screen! Laurens Van Der Donk explained the 
technical aspects... 

"Basically, the reason it loofcsso dear is that it's 
got so many colours. Most Amiga games tend to be 
twohardware "playfields' , which are eight colours in 
foreground and background; But in this we've for 
the full brute torce method, which is harder, and 
gone for 32 colours for the background, 32 co tours 
for the foreground, and 32 colours again for the 
sprites. So you have I he maximum you can really 
get. You literally can't squeeze any more out of it. 
Rather than use DPaint III, we've written our own 
special purpose editor Because there are so many 
sprites and graphics, to get I hem all is as small an 
area as possible, all Ihe graphics are split into these 
tiny blocks ." 

Laurens explained thai the editor was based on 
the editor that I heir artist was used to on the 64. It's 
all based on keyboard presses to set the pixels and 
move the tiny cursor around Ihe screen 

The game was written in assembly language 
using the popular Seka assembler, a program 
which finds more use in Europe than it does in the 
UK. It was programmed by Roger in his spare time 
on visits to Laurens, who lives in a place 20 miles 
away. In the meantime Arthur, who lives in yet 
another place, was beavering away on ihe 
laborious editor generating the seriously cute' 
graphics. Laurens is keen to point out complex 
parts of the prog ram : " I don t know whether anyone 
will I i ke to know, prog ram mers and like th at ? but with 
each enemy is a table in memory telling him where 
he moves, what colour he is, and like (hat. So the 
general colours ot some enemies are set randomly 
each time they appear." 
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'our only friend It this old wizard. Just like Mr B*nn'schuiahepcesup as if by magic and offer ^ 8 *"¥™ * 
^n^ Jou Sensed to take out those bad guys. If you haveenough dosn you can buy what you need - you can 
in cheat and buy special passwords! 



*ven 

Other examples of the nice' graphics... try these 
Barman-like baddies and the shiny coins you can 
c oiled- A LI the graphic s a re made 1 1 ke th is, one dot at a 
tin* 





Com* of (ha most difficult enemies are these little 
Omen who run at the same sp«d as you and track 
your sprite across the screen. The idea is to dodge 
them end lead them into traps in of der to escape. Very 
tricky, 



Almost there? Fliipbo is getting dosetothe Professor s Castle, The laboratory assistants ha*e letloose thedogs 
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UMS II is the definitive military campaign 
simulation. Rainbird have taken the theme 
of the original UMS and developed it to 
allow you to plan global military strategies, 
execute campaigns across continents and & 





Universal Military Simulation. 
Each extensive scenario is affected by 
changing climate, political alliances and 
-the terrain in the theatre of battle. UMS II 
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enables you to examine ~ 

aspect of strategic warfare^Could yftu 

change the course of history? 

Universal Military Simulator II - could you 

control the world? 



now 



Commouure Amiga, Atari ST, Apple II GS, 
IBM PC and Macintosh from all good 
software stores. 



Unit 1, Hampton Road Industrial tlstate, Tctbury, Qlos, GL8 OLD- Tel: 0666 50W26/504412 
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A top quality sound sampling 
system at a realistic price. 

100% machine code software for 

rtftMli&e fuurl Lcins . 

ff iRes sample editing 
HrjilMmt frequency ditplay. 
Realtime level meter*. 



¥ 
¥ 



¥ 
v 



Variable sample rate ft: playback 
■peed, 

Separate scroll line waveform 
windows tt zoom function with Edit 
windows for fine accurate editing, 
M5 shot of sound waveform. Wave 
editor to desiftn your own 
waveforms or adjust existing pn?*. 
Microphone k- line input. 



¥ 
¥ 



Adjustable: manual/ automatic 
record trig level. 

ONLY £69.99 please state a5oo7iooo/2och> or st version C 



Software fllea can be used within 
other music utlli tieS- 



Amlge version cornea complete 
with "JAMMER" software for 
playback /sequencing of your 
recorded samples. 
Lots of useful features, 

ST version hss MIDI playback 
a|i|iiin. Flay recorded samples via 
external MIDI keyboard. 

Complete Hardware /Software 
package . 
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W The correct time /date every time 
you switch on your ST. 

V Work* with moat GEM type 
application* 

S Battery backed Clock/Calender 
T cartridge. 

w On board Lithium, battery for extra 
T long life. 

^ Displays !■ 13 Of 24 He. format . 

w Comes complete with art -up disk Je 
alarm clock utility, 

ONLY £29.99 



VIDEO 
DIGITtSER 




2M x 256 display with. 16 grey 

levels. 

Realtime frame grab l/50th 

■mwrl 

Takes standard composite Video 

Input from camera or Video 

recorder. 

Screen update I frame per second. 

single, continuous or buffered 

display, 

Load, Save facilities Including IFF 

Save, 

Edit picture, cut. copy, paste and 

undo. 

5pe*=iat effects, reverse, negative. 

mirror, compress, etc. 

Increase the width of the display 

to 320 x 256 automatically or 

manually. 

Plugs into the parallel port of your 

Amiga 1000/500/2000- 

Comes complete- with Ms nwn 

power pack. 
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MEM 
EXPANSION 



Now with this superb 3 12K. expansion unit you can simply plug in more 
memory. Bring your Amiga up to lMcg Run In seconds!" 

Featuring the latest 1 Meg fast Rani cbdpt. 

Comes complete with tiissable switch (not offered by tome Others. Including 

AflOl unit). 

Available with/without clock /calendar feature. Clock version has high 

capacity NICad battery - never needs replacing, 

Low chip count, means extra low consumption. 

High grade FC» with quality connector, 

Buy direct from the manufacturer and aaveT 

Simply plugs Into internal Ram extension slot - no knowledge at all required. 

COMPLETE 

FOR VERSION WITH CLOCK/CALENDAR COMPLETE 




AT LAST - A TOP 
QUALITY. FULL 
FEATURE GENLOCK 
INTERFACE FOR 
THE AMIGA AT A 
REALISTIC PfUCE. 

V Genlock is the latest "bujfword 4 ' on the Amiga - it's a device that allows you to 
mix computer text /graphics with live video plctuies from either a camera or 
VCR. "Desk Top Video" as Its become la probably the fastest growing 
productivity application for the Amiga. 

f Plugs Into RGB port of A3 GO/ 1GOO/20OO. Provides composite video output to 
monitor /VCR/ suitable TV etc. 

V Switch selectable to view video input /overlay graphic or both (combined 
T signal). 

W Unique fader control allows overlay to fade 1ft or Out- Perfect for video titling. 

captions or your own animation productions. 
S This Is a complete hardware solution - no software to load. 

ONLY £89.99 COMPLETE 
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SK DRIVE 



w Slimline ejtfra low profile unJt - 

only tr long! 
W Top quality drive mechaniam. Fully 

compatible. 
X Through port iIIowh <Muy chaining 

other drives {Amiga only ) 
^ A auoeTbJy styled ch? finished in 

computer coJimrs 

V ! meg unformatted capacity. 

^ Good length cable foi positioning 
on your dealt etc, 

X?TWIN DISK DRIVE ONLY £129.99 

ADO €5 FOR COURIER DELIVERY IF REQUIRED 





AMIGA VERSION SINGLE 
DRIVE 

ONLY £74.99 

ST VERSION 

ONLY £89.99 with 

FREE OCR ART STUDIO 



O 



or 
< 



w A simple low price MIDI Interface 

for the A50n. 
W All the feat urea found on more 

expenalve unit*- Fully compatible 
y MIDI In HID! Out - MIDI Thru. 

O NLY £24.99 

MIDI . a Met„= Lcn 9 1h 

ONLY €6.99 



f MEG INTERNAL 
DRIVE UPGRADE 



W High quality direct replacement for 

mouse on ST /Amiga. 
K Teflon glide* lot Nr»u»iKrr movement. 

K Rubber coated hall for mirtlmurn *lip. 

y Q|ilii:a) system counting - flOO/mm, 




SPECIAL OFFER ■ FREE MOUSE 

MAT r MOOSE HOUSE 

(WORTH £7.fifl>, 

ONLY „ 

COMPLETE (STATE $T OR AMIGA \ 



V 

* 
V 
V 

V 



Replace Internal 50QK drive with i 
full 1 eaeg unit- 
Top quality drive unit. 

Full fitting instruction*. 

no special skills 



Easily fitted 

required. 

When conalderinf a drive 

replacement remember that 

quality la moat Important. 

ONLY £69.99 
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QUICKSHuT TURBO 



"K Pluga atrajght Into your computer. 

w All the fcaturea of the beat aeUIng 
gtrickshot II plus: 

w Miceoawltch action for even longer 
V life. 
K Extra nigged contraction. Superb 

ONLY £9.99 complete 



1 MEG RAM 
UPGRADE KIT 



Vr 012X Of FAoTRAM to bring yonr 
* 320 9TFM up to a full 1040KIF 

w Fitting it a Miraight forward 

soldering job - achieved by anyone 
who baa a little experience. 

ONL> £79.99 




51 2K RAM 

EXTENSION 

CARD 




*?* 



£1000 

CREDIT 

NO DEPOSIT 



Wfcy nirt apply Im m Oa£*4 I 

■ pr«Hd 1Kb coil off ye UP p 



RING OR WP 
APPLICATION I 
WRITTEN I 



\y Available with/ with due t 

clock option, 
K Simply pluga internally Into ABOO 
T flot. 
\* Switch In /out with switch aupplicd. 

y/ Fitted In minute* - no Soldering etc. 

vy Accepts 4i25G DAams Izcro H. 
f RAM fitted). 

S Battery hacked to retain time/date. 
NLY £19.99 

ONLY £34.99 for version 

WITH CLOCKV CALENDAR 

NB I "HESK PRICES I>0 NOT INCLUDE 

RAM CHIPS. 



GENISCAN C$4500 ST/AMIGA 




An eaay to handle Handy Scanner 

featuri&g 100 mm acannJng width b 

400 dpi resolution enable* you to 

reproduce graphics ft text on your- 

coeaputeT screen, 

Adjustable switches for brtfhto*** 

ft contrast. 

Printout for Epson CQlnpsUblet, 

With Geniacan you have the ability 
to easily acan images, teat A 
graphics LlltO the ST/AMIGA. 



A powerful partner for Desk Top 

Publishing 

Powerful aoftware allows for Cat A 

paste editing of images etc. 

Hsve imajea la suitable format for 

most lasding psckssea Including 

QECAB. NEOCHROHE, FLEET 

STMET, DELLTM MINT. PHOTON 

FAINT, etc. 

Unmatched range of edit /capture 

facilities not offered by other aeannen 

at this pricO^Bjjjjj, 




SPECIAL OFFER 

COMPLETE WITH PHOTON PAINT 
FOR ONLY £169.99 

INCLUDING HARDWARE/SOFTWARE 




HRS 



ALL ORDERS NORMALLY DESPATCHED WIT 

HOW TO ORDER.. 



BY PHONE 

ESff aaaaa. 

782 7447C 

24b r Credit 

Card line 



BY POST 



^ 



Send chequ.es/POa made 

payable to 

"Datel Electronics 



FAX 
0782 744292 

UK ORDERS POST FREE | 

EUROPE ADD £1 

OVERSEAS ADD £3 



PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 
AND SUBJECT TO CHANGE WITHOUT NOTICE 



(ALLKHS WKLCOHE Please rrserre goods hj telephone peior to Tialt. 




DATEL ELECTRONICS LTO +1 FENTON INDUSTRIAL ESTATE 
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND, 
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SALES ONLY 
0782 744707 



TECHNICAL ONLY 
0782 744324 



ACES 
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Speedball 2 

What a year 1990 T s going to be for B rosettes. What with the arcade adventure 
Cadaver coming In June and a few other Interesting projects in the pipeline, it 
looks like the Bitmap Brothers could regain their Programming Team Of The 

Year status. Gary Penn tackles the sequel to Speedball. 




Because Speedball 2a even rougher 'n' tougher 
than the orlg I nal, each player wean a battleeutf a 
eon of futuristic American Football kit. Dan Malone s 
sketch ft Ig h 1 1 ghi s the hel met, shin pads, wrist guards 
and other pieces of tody armour. 



furthering 
Speedball 



So why a sequel? "Popular demand/ 1 
says Bros 1 Project Leader Eric 
Matthews "And there were a lot of 
ideas that we wanted to put into 
Speedball but couldn't, so were 
those Ideas and putting them in 
2." These improvements include a 
proper league system, and a player management 
element which will involve the substitution of 
players and so on. But as Erio is quick to point out: 
"It's not good enough to simply produce a 
Speedball with a player manager element We're 
putting in a lot of other things to make ii different 
from the original and retain the play ability." 

Gro of those other elements is the size of the 
pitch. The original Speedball scrolls vertically in two 
directions and is more akin to Basketball than 
anything else, Speedball 2 on the other hand has a 
larger pitch that scrolls in eight directions - 
apparently Bros has managed to perform some 
clever tricks on the ST. There are more players on 
the pitch, too, which all told makes Speedball 2 
more like a futuristic variant of Football. 

The man behind the impressive specification and 
its visuals is Bitmap Step-Brother Dan Ma lone. The 
former Palace person is a comic book artist by 
nature, which is why he provided the comic strip for 
Palaces The Sacred Armour 01 Antiriod 
packaging and will do the same for Speedball 2. 
"The idea is that the sports developed from 
before/ Dan elaborates. "Speedball was very 
hi-tech, but this ones got a more Gothic" 
environment. There's a lot more to it now. You can 
take a character and build up a team - there's a 
choice of 20-odd players, each with different skills 
ranging from one to five stars. Basically you 
develop the character and the team - it can be 
extremely violent or a bunch of pacifists even." 

Apart from being able to run, slide, kick, punch, 
and jump, ihe players will have more defined 
abilities, with attackers and defence having varying 
characteristics like strength (which also 

determines how far they can throw the ball) and 
speed. Obviously the best strikers are the faster 
players, while the mean tacklers are perhaps best 
placed in defence. 

But it's not just a matter of creating differences 
between the two games - there are the different 
formats to consider . "We ' re working on the ST in 1 6 
colours, I hen improving the Amiga to 32 colours 
We want to make the Amiga version different from 
the ST - more machine specific. Thais why the 
Amiga version will be in 32 colours. It's not 
something we've done in the past, but now we have 
the time. It should be something really special. ' 



speedball 2's at an early stage ol development, so 
Others s little- on screen other than Dan Melons' a 
Paint III mock-up of the game in play. 





II you thought the original Speedball stars were hard 
- wait til you see these guys! They are so hard they 
eel tinned fruit for breakfast and they don't tether 
opening the cans, This sketch shows how the Star 
Player selection screen could look. 



Dan prefers to put pencil to paper before he 
manipulates a mouse,.. "It gives an overall picture 
of how rt r s all going to look, whereas bo I tding graphics 
on screen Is less I m mediate. ** Everything from player 
to pitch and presentation sequences are sketched out 
first even this action replay sequence- 








Save £5 

on 16 bit 

s of t war e 

(Hardly a 2 bit offer) 
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Enter Boots before 21st April, and you'll find £5 zapped off selected 16 bit titles. From ha%-ing 
the last laugh on the Joker, to joining Indiana Jones on the Last Crusade, the choice is mega. 

Drop in, and you could save quite a bit. 



A better buy at 




LLI 



LU 

X 



AYAJl.AHl.K AT I ARGRR STORES ONLY 



m 
O 

m 




> 

13 



CD 
CD 
O 



a 

24 HR 

HOTLINE 

0407 50609 
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ACTiDNFI&riTFR 
AfTEHTNfWAP 
ALTEKB BEAST 
AOUAHWl/T 
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BAD COMPANY 
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CALIFORNIA GAMES 
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CONQUFRCfl 
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COSMIC PflATE 
CRACKDOWN 
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1 UPPER PARK STREET, HOLYHEAD, GWYNEDD LL65 1HA 
IMMEDIATE DELIVERY OF STOCK ITEMS BY FIRST CLASS POST 
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UK AND BFPO DELIVERY FREE, ELSEWHERE E2.00/GAME FOR EXPRESS AIRMAIL 
PLEASE MAKE CHEQUE/PO PAYABLE TO KEY SOFTWARE 
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ORDER FORM {PLEASE PRINT) 
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Tel .*** (T03) 



SEND TO: KEY SOFTWARE, 1 UPPER PARK ST., HOLYHEAD, GWYNEDD LL85 1HA 



THE ONE'S GUIDE TO PRICE, 
RELEASE DATE AND 
EVERYTHING 

You may be used to reading reams of opinionated 
waffle elsewhere, but here we prefer to let the 
games speak for themselves. Relevant scenes are 
shown h with informative captions used to convey 
the H f eel n of the game in question . Al the end of each 
review there are opi ni ons h ighlighting any good and 
bad points* prices, re lease dates and ratings where 
possible. Basically, there's something for everyone 
- al best a highly detailed review, and at worst a 
highly detail ed preview. There 'snolhir>g clever, just 
straightforward facts and ratings, Updates will 
follow where appropriate. 

THE RATINGS 

GRAPHICS Not necessarily how colourful or well 

drawn they are, but how well they fit into the overall 

effect. 

SOUND Again, not necessarily quantity or Indeed 

i il- 



ls it 



quality of sound, but how well it's used 
PAYABILITY How does the game feel? 
addictive or plain uninteresting. 
VALUE Essentially a reflection of lasting interest - 
how much game you get for your money. 
OVERALL A useful point of reference - essentially 
a summary of the preceding ratings. 



who's Who 



GARY PENN 

The Eds games-playing tastes are expanding 
faster than his waist measurement, with Tetris. 
Rainbow Islands, and E. Motion giving him his 
share of the jollies. 



ClAflAN BRENNAN 

With poor old Ciaran u p to his eyebal Is in PC Leisure 

this month, he hasn't had much time for 

games-playing antics - but even so hes managed 

to squeeze in a couple of games 

of Kick Off (the game you can play between games 

without ruining your appetite), 



GAfiYWHITTA 

Tetr i 8 on the Game Boy has been eating i nto you ng 
Mr W s leisure time (and his battery supply), while 
Klax and Rainbow Islands have provided plenty of 
work-time disruption. 



BRIAN NE5BITT 

It s been a busy month for The Ones favourite man 
about town, with executive slress and the general 
turmoil of Big City life beginning to lake its toll- He's 
nevertheless found time to get lost in Klax and 
Castle Master 



K ATI HAMZA 

Knights Of Tlie Crystal lion is Kati's flavour of the 
month, with Kick Oif stilt proving the female 
phenomenon s favorite on the arcade side, 



GORDON HOUGHTON 

Good old Gordo has been getting lost in Domarks 
Castle Master of late, while Kick Off has been 
relegated to the second division in favour of the 
more strategic Player Manager. But how will the 
big man adapt to ti is new managena I position? Only 
time will tell... 



SHELF TALKERS 

ESSENTIAL SOFTWARE OF THE LAST 
THREE MONTHS 

Chaos Strike Sack (FTUMirrorsolt) 



REVIEW 



APRIL 1990 




Warhead (Activision) 

WHAT THE STARS ARE PLAYING 

THE BITMAP BROTHERS 
Bros has just splashed out on its very own Pinhall 
machine, called Eight-Ball Deluxe, which hes up 
until now been eating into the lads 1 work schedules. 
Unfortunately (or should that be fortunately?) its 
now broken so Ihe boys have had to gel back to 
work. . New kid on the block Deri Ma lone is currently 
to be found leaping his way through Ocean's 
Rainbow Islands, while Eric and Sieve have been 
pitting their wits against The Ones Pipe Mania 
preview disk. Mike Montgomery claims hes been 
playing lots of things - he just can t remember what 
they are... 

CORE DESIGN 

The latest craze at Gore, according to main man 
Simon Phipps is Rainbow Islands, which theteam 
describes as "ternfic" Also serving to infuriate and 
entertain is Gremlin's Super Cars - "Its a super 
little garnet Simon says. 'It snot exactly aboriginal 
idea, but it's the first time it's been done properly. 
With all the excellent presentation, it's like Super 
Sprint times 10." Simon himself has recently got 
hold of an NEC PC Engine, which he's "well into" at 
the moment - the conversion of irem's Mr Hell 
especially. 



79 



Manchester United 

(Krisalis) 




53 



Play«r Manager 
(Anco) 




73 



Ski Or Die 

(Electronic Arts) 
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Defrt. The One 



ORDER FORM tJ 

Please supply me with the following for 

Computer *• 

Titles Price 






L 



DATE: 

NAME; 

ADDRESS: 



TEL: 0525 377974 FAX: 0525 852278 

1 Please make cheques 

& PO payable to 



.PflstCode. 



TEL: 



Turbosoft 



_ J 



Orders under £5 please 

add 5Qp per item. Over 

£F5 p&p FREE in UK 

Elsewhere please add 

£1.50 per item 

N.B + Please state clearly 

mode of computer & 

also disc size when 

ordering 
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is wh*re It all atari* one- of two options 
scr«ns. From these you determine the number of 
lives to ploy with (between three and five) and play at 
one of three skill levels (on Easy you only play select 
scenes and don't gel to meet the Shppeshifter, 
whereat on Hard you get to go all the way). You can 
also flip the rooms and play them In reverse for twice 
the fun (although not all scenes require left and right 
movements, and so some are to all Intent and 
purposes Idem leal), save and restore five previously 
played games, or activate the Helper - a mystical 
being who tells you the correct moves by means of e 
box at the bottom of the screen), But perhaps the most 
'gear 7 feature of all Is being able to link Escape From 
singe's Castle with Readysofts previous conversion 
of Dragon's Liir for "The Ultimate Playing 
Experience 1 ", 

SCENE TWO: Dirk espies a strange looking mount. 
U n deterred by Its spooky nature, lie hops up on top. 
Wooooooaaah! The beast springs to lite end with a 
yelp Dirk Is taken for the ride of h is life. He somehow 
manages to steer his steed past four walls of flame 
before being unceremoniously dismounted. 



es, you rescued the Princess 
Daphne from the clutches of the 
evil Singe The Dragon and 
disposed of him in the process in 
Dragons Lair. Unfortunately, the 
sea ly scoundrel has risen from the grave end once 
asain whisked away your beloved. She new 
resides deep in hrs castle's catacombs, in the 
hands of the Evil Shapeshifter. Stepping into the 
breeches of Dirk The Daring for a second time, 
your task is to do battle with said Evil Being and 
save Daphne from her plight, But only after 
completing 11 new sections - most of which 
appeared in the original Dragons Lai r coi n-op but 
were omitted from the conversion due to (ack of 
space 

As in Dragon's La if and Space Ace, the story 
unfolds in a number of animated sequences. Vou 
don't controJ Dirk directly, instead determining 
his seneral behaviour from five possible actions 
- up r down, left, right and fire. The timing of the 
execution of these moves is critical, 

So what's ne*v? Well, apart from a string of 
options longer than Dirk's sword, there's some 
copy protection to negotiate after the first section 
(although you only have to do this once every first 
load, so it J s not so bad! This means that should 
you abuse Readysoft s trust and dish out copies to 
your mates, they on ly get a taste of the action in the 
form of the very first sequence. 

Lead on, Brave Adventurer. Vour quest awaits! 
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*ENE THREE: Treading Cautiously on a creaking 
ilkway , Halt seems seems 100 quid lor comfort, 
ken! Dirk springs into action as the planks 
■^ beneath his feet He bounds onto ihe next 
, only to find a similar situation ahead. Not to 

ry its precarious but not never-ending. 






mgMt FOUR: The Smithee. A mystical sword oT 
Kgy comes to life and artempls to impress ils 
W through Dirk schestl Having deftly avoided the 
pon, the anvil comes to life and has a go ai 

..,oving Dirk from the scene. 
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^NE FIVE ; Uhoh. Dirk mumbles. And you can see why ! All that stands between him and the exit on Ihe othersioe 
his flaming chasm are four flaming ropes. But they prove no match tor the oldest high-flying swinger in town, 
I s soon sale on the other side- 
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rd . snd SO tie gives chase with the Lizard King hot on h is heels. Regaining h is weapon and his senses. Oi rk event ually gives the regal reptile what for before leav i ng 
in the door. 
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OHere we go again. A third 
collection of mildly interac- 
tive animations to astound 
and delight* . * for an hour or 
two. Despite continual 
tweaking from Rcadysoft, 

this it one same system which i* destined 
never to improve beyond the realms of 
reasonable, Well, not In the foreseeable 
future, at any rate. The extra gameplay 
option* provided arc actually detrimental to 
the proceedings. It's too tempting to make 
life too easy for yourself with extra lives and 
the Helper pointing the way (it 1 * no use 
towards the end, as the power of the 
shapeshrfter weakens the Helper and 
destroy* it before your final encounter - but 
that's still the best part of the game 
completed by the tint* the pointer goes 
haywire I), Apart from the top-notch anima- 
tion and sound that's expected of these laser 
disc conversions. Escape From Singe's Castle 
features atmospheric j uddc ring and scrolling 
scenery to add to the film-like feci. Sadly, It 
falls to compensate for the short-term 
entertainment on offer, There's just not 
enough interaction to provide genuine 
playabllity. Like its predecessors. Escape 
From Singe's Castle Is an experience for 
spectators rather than participators 



PRICE 

RELEASED 

GRAPHICS 

SOUND 

PLAYABIUTY 

VALUE 

OVERALL 



£44.95 

OutNow 
93% 
88% 

44% 
30% 



^P^^H^H Readysoft's wares have 

beet) a bit thin on the Atari 

M ground Dragon's Lair has 

m^ I yet to appear, and yet 

r M Space Ace Is out and about! 

■Ml^HH Escape From Singe's Castle 
is due sometime in the third quarter of this 
year, Ic: Autumn, at a price of £44.95* It 
should be ncarasdarnmit identical to what'* 
seen here. 

^^^ Dragon's Lair is out at last, 

J^Kf*. end Space Ace Isn't far 

^ >TLk behind- However, MS- 

^H ^1 jP" DOSsers keen to escape 

^i^fcr ***** Singe's castle w| II have 

to wait a few months. The 

sum of £44.95 buys you CGA, EGA, VGA and 

Tandy compatibility on either 3 V* or 5W 

formats, 
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ADDICTION BEYOND 

C and VG Feb 1990 94% 

Pipe Mania is "a classic puzzle arcade game that *s so addictive, >i should con 

Pipe Mania is a game of great ingenuity, simple in concept and friend ish 

You'll need to act instructively, bul think stralegically! 

One wrong move, one brief hesitation or mis- placed pipe sea ou : \\ drown in a sea o! slime h 

ST Action 

"Pipe Mania is a conceptually simple and cheeky Ifcfc- 

garne which is incredibly addictive" 

Commodore User Screenstaf 

11 Terrifically addictive... outlasts any arcade conversion" 




Zero March 1990 32% 

, this game and you may never seep agam 

The Games Machine Star Player Award 83% 

■'A puzzle game of great ingenuity and addiclivily . 

Pipe Man a is simple in concept * endisWy 

challenging in play, arwd attract ve to look al 

Zzap Sizzler 

"Absolutely guaranteed to dr-ve you round the 

bend" 

Amiga Computing Excellence Award 95% 

"A game with a game play lhat shines" 

Game Players Award USA 
■Best PC siralegy gamed 1989" 



AVAILABLE FOR 

Commodore Amiga 

IBM PC and Compatibles 

Atari ST 

Commodore 64 Cassette 
Commodore 64 Disk 

Spectrum Cassette 
Spectrum Disk 

^Hpsd CPC Cassette 



Electron Cassette 
CDisk 

cmtosh 
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• FUTURE WARS: The Final (Time) Piece! 

• PIPE MANIA: Join The Piece Makers! 
t THE NINJA WARRIORS: How To Mangle Bangler! 



PIPE MANIA 

(Empire) 

The Assembly Lines John Dale lays down the law 
(along with several sections 01 pipe) lor this 
innovative puzzler. 



It's impossible to finish the higher levels without 
leaving gaps in your pipeline and coming back to them 
later. You have to plan out in advance where you want 
your pipeline to go. Check out the positions of 
reservoirs, bonus squares and wraparounds, then put 
pieces down way ahead of where you r p i pelins is at the 
moment, so you can join up to Ihem later. 




Contrary to popular belief, the pipe pieces are NOT 
dispensed at random. The program has a list of pieces 
for every level and II uses- exlracts from the list every 
time you p lay that level On higher levels there are more 
One Way pieces, and more repetitions of a particular 
Bend piece typically the one you have no use for at a 1 1 
right now. 



Use crosses to skillfully go around obstacles like 
I his. It's a great spacer that comes in handy on later 
levels. 



**t oonorjod fc, di a^l 



* 



* 



* 



* 



* 






ffy^s 



ZL 



EQUO 



i * * 

mm 




►I< ►!« ►IS ►!« >I« 






s>* !** 



.:< * x x 

k-^^j. L^^J % ^^j t ^j 



j^fe '©" iss ®f ® ©' 

^^^^J ^.-j^^J >-^^.J, >-f^-J. >j^j^J_ L^-^^.-f. 



® >I< * * 

u^^kj l^»j u,-^^,, ^liHh, 



a a a 



►2 



X" 







On the very high levels (30 upwards), you have logo 
through the bonus peices not just tor the points, out in 
o rder to get the minimum dista rice there J list aren't 
enough empty squares. In fact, in an early version of 
the game, we had so many dead-end squares on the 
last level that ou r pub I i sher eventually pointed out that 
even if you filled every square, you still couldn't get the 
minimum distance! 
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Put Cross pieces down in an area with plenty of 
space so you can use up Bend pieces to make a loop 
and join up to it. All too often lots of Bend pieces come 
up just when you have no particular use for them, but If 
you have a Cross piece with lots of space around It, you 
could use them up ihere. 
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On iiig her levels there are pieces that on I y work one 
way, as Indicated by an arrow on the pipe piece. Try to 
make the floor f tow the wrong way through this pipe 

and you lose. 




In the first ha If of the game, I here a re no end squares 
- all you have to do is get t he in i n i m u m di sta n ce . For 
level 16 onwards, alternate pairs ol levels have an end 
square and the pipe must not only go the minimum 
distance, bul also be connected to the end square as 
well. Its tricky 1o get both aspects correct you can 
create a really long pipe, only to find you can I get it 
connected to the end square, or manage to connect it 
up, and then realise that the pipe is just too short to 
qualify. It's a good idea to join a few pieces ontotheend 
square facing AWAY from the start square early in the 
level P just to make sure that you are forced lo go that 
extra distance to win 

In two-player mode, each player gets points for 
their own colour pieces, so rf you are particularly 
sneaky you can let Ihe other player make their own 
structure, then at the last second before the flooz hits 
the bulk of their bit, divert ii into your own structure - 
preferably one with Iota of h^h-scorlng loops. 




OH, AND ONE MORE THING... 

The ST and Amiga versions feature two secret 
bonuses that arenl referred to in the manual - or 
indeed anywhere else. One involves the Cross 
pieces, and the other involves super-extra- long- 
distance pipelines. You can't mistake them when 
you see them... 




BEACH VOLLEY 

(Ocean) 




At any time during play, type DADDY BRACEY to 
activate the cheat mode, then hit F1 to skip levels 

DOGS OF WAR 

{Elite) 




TypeTIMBO at any lime, and then press F5 logive 
both players invulnerability. 

SUPER HANG -ON 

(Electric Dreams) 




Finish any of the courses with a score high 
enoug h to put you in first place on the high score 
table, and enter your name as 750J When the 
aame reverts back to the title screen, hold down 
CTRL, LEFT ALT, Z and T together unlit the screen 
goes blank. Then start a new game (change the 
settings to GO) and you should tind that it s 
impossible to skid or slide off the road. For 
something REALLY special, hit the LEFT AMIGA 
(or COMMODORE) key to let rip with a burst of 
machine gun fire and take out any bikers in front of 
you! 



SWITCHBLADE 

(Gremlin) 




Get onto the high score table and enter your 
name as POOKY (the same cheat mode as 
Core Designs previous platform escapade Rick 

Dangerous) Now in your next game you can use 
keys 1 , 2, 3, 4 and 5 to skip through parts of the level } 

SUPER CARS 

(Gremlin) 

To skip the races in the third division and go 
straight to Ihe second, enter your name at the 
beginning as ODIE . If you really want to go in at the 
deep end, youcan start inthe first division (nine cars 
and nine laps per raoel) with the code BIGC. 
There's also a handy cheat mode Enter your name 
as RICH to start with a bank balance ol 500,000* 




Having trouble communicating with your Bank 
Manager? Heres a list of handy phrases he should 
understand,., 

I could murder a curry! 
Does the infuidulator work? 
I ought to knock your lights out! 
Too much I 

I think its started raining! 
How much! 

I've got a cat called Garfield etc etc.. 
Does it come with a guarantee? 
Hows the sub -frame? 
Are you trying to rip me off? 
Is it fitted wilh CAT? 
Hey, I am paying cash? 
This parrot is dead! 
Make me a better deal. 
1m a lumberjack! 

NB! 

If he mentions Monty P^hon or Garfield, always 

use associated phrasi - 



X-OUT 

(Rainbow Arts) 





Short of cash? No problem. At the slart of the 
game, in the shop, select the smallest ship (the 
one at the top of the list). Now select the weediest 
laser (the orange one with a single beam) and place 
it directly over the shopkeeper's nose Hit the fire 
button and your bank balance is boosted 
considerably f 

INTERPHASE 

(Image Works) 




A handy little cheat 1 mode as supplied by the 
/Agame s designer Dean Lester At any time 
during flight, type Fenny (note you must use a 
capital F) to activate the cheat 1 . As soon as you 
finish typing it in, you are taken into view mode, 
whioh allows you to cycle through all the aliens and 
objects in the game. As an added boon, you have 
complele mou se control over them - you can make 
them rotate and zoom in and out of the screen {by 
holding down the left-hand button in conjuction with 
the mouse movement). To go to the neat object, hit 
the right-hand button. 




SPACE ACE 

(Empire/R&adysott) 

•4 Last month's Space Ace solution contained just 
one teen sy- ween sy error which could be 
disastrous if you tallow it to the letter. As Ala stair 
Lean from Formby in Mersey side points out, in the 
final scene (scene 33), the second move, which 
occurs after you move LEFT to push the mirror into 
the path of Sorts Infanta Ray, should be RIGHT 
and NOT left as we printed. Phewl 
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« Bi-monthly Buyer's Guides, each with reviews ot 40 game* 
■ Release Schedule*! issued wiih each Buyers 
Guide wiih up-to- the- minute release im formation, 

* Catalogue, Membership Card and Fofder 

* Fast despatch Cl F.tock items, normally I he 
day alter receipl of order. Most lines in stock. 

* Games sent individually by 1st class post 
Most fil ihrough your letter-bo*. 

* 7-day hotilne until 8pm weekdays. 10 to 5.30 
Salurdays. H io 5 Sundays 

* Written confirmation of order i*ith reoeipl). 
- instant refunds on request, if mere is a delay 

* No commitment, no obligation to buy, 

* The best games, carefully selected, 
available at extraordinary prices. 

All for 

Annual membership 

We're miles cheaper than elsewhere. Below are 
a seleclion ol otters al prices you rnighl nol 
helievp. You can buy games al the same lime 
as joining ■ or join now and select from our lull 
catalogue Ah Hama advertised are only lor 
sale lo members and are subject io availability 
Note: Upgrade to Official Secrets ts offered to 
members of Spectal Reserve 



just pt? nn 

ibership ^ ^/ * ^/ %f 



Why is The 

Complete Adventurer 

missing from this 

advert? 

Send answers on a 

postcard to the address 

below. 

Read details of the new 

Official Secrets 

membership pack for 

dues. 

Drakkften or Sim City will 

be given to those 

submitting the best 5 

answers by May 31 st. 



Members ol Official Secrets gel all the benelits of 

Special Reserve plus: 

* Confidential. Our 32 page tii-monthiy magazine is 

essential reading lor those interested In adventures or 

role playing games. Written by experts. Gort(tder\ltai 

has covered everything 1rorn How 1o Has! a Murder la 

Which F 1 6 Flight Simulator? Our agenls. led by the 

Master Spy known as ,p yne Boss. Upstairs", seek out 

1he secrels of RPG's. FRP's. MUG^ PBM's. Leisure 

Suit Larry. The Russians. Elvira and more. 

* Myth. Written E?y Magnelic Scrolls, auihors of The 

Pawn exclusively for members ol QHicial Secrets. Myih 

is a small adventure set in Ancient Greece. In it you'll 

meet TJie Ferryman, cheat Dealh and lace the nme- 

neaded Hydra. Mlyih includes Ihe famous 

Magnelic Scrolls parser anal graphics and is 

included In the price ol membership. 

■ Help-Line. Manned weekdays unlit 6pm 

and Sundays will* solutions to most adventures. 

■ Drakkhen (rrp 2999) mlogrames new FRP 

game or Sim City (rrp 29,99} the "build-a-cily" 

game at wtuch Zero said "absolutely briifiant iT 

UK Annual Membership £!2f w 99 

including si>c issues of Conlidenliai My1h. Ihe Help-Line. 
Drakkhen or Sim City and membership of Special Reserve 



A miga Specials S T Specials 

ADVENTURE 

COMaTHLICTION K IT 11 » 

ARCHIPELAGOS E.99 

AUS TlHLITZ Ifl *TUE Of| 1 1 M 

§±AL h H 

BAL LiSTIX E.» 

Cfi P IAIN BLDDC ..B.4£ 

Kfi KHILH C&MMAMC . • 99 

CHAMP ILI&A; FOQTBAl L AM 

ChR&tJDOUEST 9.49* 

CUNFLIC1 lu«o« .M& 

DEFENDER OF Thf CHQlVM H rt 

DRAGON MINJA 9.4» 

DRAKKHEN 1I.» 

E DDIt CDMA RDH SUPER SK.I b.*& 

ELIMINATOR ii 2 AMIGAS ONlV; 5M 
ELIf E * H 

FYFOf HOHlFf; hflfl 

F IB FAL C Oti MISSION DISK 7 RH 

FOOTBALL MANAGE H 2 PLUS 

EXPANSlflH , ifl.B* 

HIT DISKS VOLUME i 
jLFATHERtJECKS MAJOR MOTION 

TIME BANDIT TANGLEWODD} B.49 

HUS1 AUh £ 1.4b 

ll-MM ■ T -ay 

iMCRI&seACidtEtfEiaj ■ ■ ^nn 

RAftTING GRAND PRIM 4.49 

KING OF CHIC ACiO , tAb 

KINGS QUEST ?45IERB*I B,« 

KRHTM h nn 

KULT J.« 

LLA1MLRNCCK& '. l'< 

L ORCVS OF THF RISING RUN 9 119 

MENACE .fi.W 

NIGEL MANHE.LLSGMANUi*«!Ji Itfl 
NORTH ANO SOUTH lM9 

PACl AND . B49 

PACHANIA *.-&9 

PASSING SNOT jl ENNiS) *.« 

PHOTON PAINT M9 

i nfiPi i ■ ■"■ iinr. I ijt.y 7*fi 

HEAL-DMOS-TBLSTERS J.*9 

ROCKET RANGER f-CINEMAWAREj b 99 
HUNNING MAN HH 



5JMADOWOF THE6EAST iJBB 

^-ir:<-ii,hi 1 ihiFor.oM. is.ig 

^Uf.lTY . . 1Z.-91 

WtTfCHASE. ............ |JM 

5KVFOX ...5.-M 

SPACEMARRIER2 lfl.M 

SPEEMIALL Ml 

STARC-LIPFR MS 

STARGLIDER2 C.« 

SWORD OP SUDAN . b *9 

TEENAGE QUEEN * *B 

TETftlR J.« 

THt PRESIDENT Hi MlS-SING ^3 

TMPE E STOOGES ■ CINF UhWABF 6 M 

Th^NDFRBIHDig. .5"M 

TIME A WAGIK (LEVEL 9l «.« 

1URBDUUP i*h 

TySPC-RTSFMTEiAtL'USA. n Jf( 

giKEH ... 449 

VOVAfifB ... . .**t 

WATERLOO 1TJ4S 

WHO FRAMED ROGER RABBIT 7 IB 



AFiLHBJHHI.^ J.49 

iRC«!PELAGO!J f-W 

AUSTFRLIT7 BATTLE OF| | I ■■■' 

BAAL G.99 

BALANC1 W POWf B T.rt 

BALLlSTl?! i.M 

BATMAN CAPFO CRUSADER B.99 

BETfOHD ZtlRK (INFOCOM I "9.99 

CHHOn-OQutSf -4 m 

CONFLICT EUROPE iRSSi ft W 

DEFENDER OF THE CHDWN B.43 

deja vu ;■ yy 

DRAGON nin.ij. Fi etc. 

DRAitkHE-N , u.aa 

EDDIE EDWARDS SUPER SKI ... . €.« 

EtiMiNAro* ............ i.ta 

ELITE 

EYEQFHORUS t99 

Fi b FALCON «!53iON DISK ? 9B 

FOOTBALL MANAGER P + EIP 1-3.03 

GATO (SUBMARINE SIMi 7.tfl 

HIT DBKt V'OLUMt 2 iM 

NOLLY VwOO&Ni JIN < ilNFOOQBl . I W 
HOSTAGES ■ ■ T.4Q 

l#JG RIDE, BACK 7.W 

INTERNATIONAL KARATt PLUS . 9.*9 
JEWELS OF DARKNESS II EVE L 9l * M 
KULT TM 

LEATHER GODDESSES HMFOCOUl S.« 

LEGEND OF THE SWORD- Ml 

LEISURE SUIT LARRv i iSIERRAI n » 
I URN INC. HORROR HNFOCOM 

MENAGE . ., *.?9 

MiCKEv MOUSE -.-h 

MiLLEwiUMJJ -«« 

NlG El MANSE LL S GRAND PRI X 4- H 

NDflTH AND- SUU TH lO.tl 

OIDS . . (W 

PAClANP ,1M 

PAGMANIA in 

PASSING SHOT iTEHHISJ B.Vl 

RTYPE T.H 

REiLGhOSTBUSTERS T+B 

RO^kFTfiANGFH $.«9 

SEASTALKER ;INFDCOM;. Ml 

SHADOWDA1E IB 

SKYCHASI 7*1 

SORCERER UNFOCOMi 999 

SPACE HARRIER? 10*1 

SPFFDHAU ?" 4* 

SPELa. BREAKER i INF DCDMi M* 

STA*f HAY t.49 

L irAfULlUEH ^ &99 

STATiONFALL IMFOCOM . 9 99 

SUPER HANDQN ft 4* 

TLLNAGL OULLN 944 

TETHlS *49 

THUNDFRBlRDA 9LM 

TIME t MABliC (LEVEL 9.- . . ft 49 

MME BANDIT .„... S49 

TRINITY [INFOCOM #99 

TURBO: C UP |rtlTH C AH i T.49 

rv iMORiiKGoiftALLiU.SA.-i 1999 
UHlNWITfO ' S99 

VIRUS 9l9S 

VOYAGLH 199 

WATERLOO 1949 

WI5HBHINGEHilHFOCDMl J» 

ZORK I HNFOCOM i . \w» 

ZG*K2HN|fOCGMi 9.99 



IBM Specials 



Dish iizc 5.25" 3 

ALE * HiCGlNS SNOOKER 5 W 
APACHE STRIKE GGA EGA h 99 
ARC HIPE LAGOS GGA EGA T.SS 
AU^rtRLni BATTLE OFl H.fll 
BORDER ZONE 

BUREAUCRACY . . 943 

CONFLICT EUROPE «.99 

CONFLICT IN VIETNAM * ^f 

CFfuSADE IN EUROPE T M 

DECISION IN THE BiESERT n M 
DFFFNDFROF 

THECRDWH B.W 

DRAKKHEN 1?ay 

LOUIE EDWARDS S«l SKI (49 
Ei itf iQ an 

FVF OF HORUS CGA EGA J 39 
FIE FALCON GGA II W 

i OOT6ALL MANAGER? 

plus expansion . ie « 

T.AUES WINTER EDITION .6 .fit 
HELLCAT ACE , r *y 

MDLLTWOG& tllJlNA 9.99 

HOSTAGES 949 

tfJCHID S BACK -LEVEL 3| ..7.« 
JETFIGNTEH - r *y 

K.ARTING QRAAID PRU 

KING C^F CHICAGO ^49 

HINGE, DHJEST 2 ... ,699 

■WLTt&A 94| 

LURKING HORROR G3n 

UEAN iflGOLF E- 9 J 

MILLENIUM 2 ? GGA ft 99 

MiND FURLVLH 'VOYAGING 999 
NOflTH ANO SOUTH i0*9 

RtANETFAU 9M 

PLUHPLE SATURN DAY A.49 

ROCKET HANGER ^99 

SENTINEL . 999 

SHERLOCK ilNFOCOMi 999 
SIM CITY 12 *i 

SINBADCMEMAWAREl ..T49 

SOLO FLIGHT 

SPEEDBALL CGA EGA *99 

SPI IFIRE ACE .r*9 

SrARRAT* ?4ti 

STATlONFALl |lNFOCOMj ..»« 
STHIKE FORCE HARHIER .6-99 
UbNAGLOULLN 949 9 49 

1 1 TR I 4 « rl 49 

THREE STOOGES 

l LINEMAWAH L CGA EGA) . ..? 49 1 49 
THUNDER CHOPPER *49 

TIME *MAartt|LEyEL9;. 7 49 

TIMES OF LORE 9l99 19.49 

FOMAHAWK 999 

TRACKER £49 

VETTE iCDRVETTEi ...1499 1499 

WNOFRAMLD 

HDfll R A ARU-lT CGA , . . ■ Cf 49 

ZORK I UNFOCOMi *» 



Myth Amiga Fauna! said: 
"An ^xc&Hent ad vemure. .. witty, cunning and just plain good fun' If you 
liketf Fish 1 you'll probably like 1 his. because uSay'rs very similar in style: 
you may even pre'&r Myth, ii's that good 1 ' 

Crash Smash 91%, CU 90%, Amiga Format 87%, TGM 85% 



16 Bit Software 



Amiga ST IBM 



PERSON*! KTUJJIfc liTC ifl &f i<J99 



ID POOL 

APB 
TEREO P.- 
EA ICE NO 







AmHU ST IBM 






' "UOL Z -G 1 '■ ? T 9uSTE»S 




'FAIL 





B.99 

i?y9 

1C9B 
7 99 
11. *9 



£49 



T .49 

*99 
«49 



10 49 



£i9 



1^99 
7+9 
7*9 



GCLF 



■ 

■^:>N 
GULD OF TREVES 



HOuNDCU 



iTCM^EPRDVTHE 

DtSEAT 

i C F T D DAT* 

JAKNJCKLAUSiGGL! 



■■ "Kl 
■ ' 49 

19 I&99 



F\AVERMANA : - 

PQuCEOUESTI 
POPU. 
POPULO 
POrtEF^ 



-TNftJQ 

hed E-TCFiw rising 









VlRfR 
LibAlilW. 

Cull lEIl t I 

DQLJ9LF . 

■ 



..CT 

. 

■ 

R^ILLY 
RRGR 
. 1.1- 












- 



SuP£F< 

SUPER WOUDE4BOY1* ■■ 












999 



SUSPENDED 
£7/ -CHELADE 



IJLTlLM-l 
ULTihMa 






FlENDISMPREl 
FIRSTS : 



10 pack 3M 5.25" £6,99 



WE9 

H 99 • 

9 9W 

! 59 



■299 



WMz VU ABLY. SOME OF THE ABOVE GAMES MAY MOT YLTT DE RCLEASED. ALL GAMES ARE DESPATCHED AS SQQN AS POSSIBLE 
SALES LINbS D279 GCQ204, PLEASE NOTE THAT THERE IS A SURCHARGE OF SOP PER GAME FOR ORDERS PLACED BY TELEPHONE. 



Order Form 



Non-me-mbers please add the membership lee 



Name 
Address 



Post Code Phone No. 

Computer '5.25V3.5" fc 3.0"rTAPE 

Payable to: Special Reserve or Official Secrets 
P.O. Box 847, Harlow, CM21 9PG 

Special Reserve .inn OHicial Ser.rftift .^re fading nuiiM ol lnlfirMedifl1efi.L.rd. 

Reg. Oirica: 2 Soulh Block. The Mailings Sawt>r»do* worth hterti CM21 9PG 

RegistBred in England Number 205471 3 VAT reg rlD. &2* S53£ 51 



Existing members please enter your membership number 
Special Reserve membership E5 UK. E6 EEC. E7 World or 
Official Secrets membership £27.99 UK. £32 EEC. £36 World 
wuh Drakkhen and Myth r or with Sim City and Wylhi T 




Item 
Item 



Credit card expiry date 

"CHEQUE 'POSTAL OH DEfl ' ACCESS "VISA 
I Inducing Conned Mastercard Euracard Switch *tC'J 
' i -Mwffl where appiicarjii- 





E 


ONE 


£ 


TOTAL 





OverseaE, orders mus-l be paid by cr*?dn card 
PriGM ii^ueje UK A EEC Pos1 arid Packing 

World orders please ara d 00 per r^- 
FDr dlank disks add 10% EEC Or 25% World 



m 
O 




> 

30 



CD 

o 



Sovereign 



93 CQTSWOLD AVE 
DUSTON 
NORTHAMPTON 
NN5 60P 




Software 



THE KIOSKS 

GREYFRIARS BUS STATION 
LADY'S LANE 
NORTHAMPTON 
NN1 3BZ 

ORDERS BY TELEPHONE: 0604 756951 — 7 am-7pm Monday-Sunday 



SMASH HITS 



COMPELLING BUYS 



GAME TITLE 


*Mi.ifl 


ST 


■ CAME TITLE 


W.\A 


BBS SUBMARINE SIMoyyg 


1*W 


— 1 


1 JACK NICKLAUS GOLF 


15.99 


APB 


13^ 


13.99 


I LAST PATROL 


1599 


ADIDAS GOLDEN SHOE 


1^.99 


13.99 


■ LIVERPOOL 


1339 


AQUANAUT 


15.99 


15.99 


1 LOMBARD RAC RALLY 


15.99 


ALTERED GE AST 


15.99 


1 13.99 


I MANCHESTER UTD 


16.99 


AMERICAN ICE HOCKEY 


IG.99 




■ maniac MANSION 


15.49 


AUSTERLITZ 


15.99 


15.99 


■ midwinter 


16.99 


BALANCE OF POWEfl IBM 


15.99 


15.99 


■ NINJA WARRIOR 


13.99 


BEACH VOLLEY 


15.99 


13.99 


■ NORTH AND SOUTH 


15.99 


BEVOND DARK CASTLE 


16.99 


- 


■ onslaught 


1699 


BLACK TIGER 


15.99 


1399 


■ OPERATION THUNDERBOLT 


1599 


BLOflDWYCW 


1599 


' ': I'l 


IplNRALL MAGIC 


1599 


BLDQOWYCH DATA DISK 


1199 


11-99 


■ PLAYER MANAGER 


1399 


CABAL 


15.99" 


13991 


■ POPULOUS 


15.99 


CHAMBERS OF SHADLIN 


15.99 


13.99' 


■ PDWERDRiFT 


15.99 


CHAOS STRIKES BACK 


15.99 


15.99 


■ PHD TENNIS TOUR 


15.99 


i'I-jV.I m. 


15 ^ 


13.99 


■ R TYPE 


1599 


CONQUEROR 


ih'l'i 


16 39 


■ RAINBOW ISLANDS 


1599 


CONTINENTAL CIRCUS 


13.93 


12.99 


■ RUN THE GAUNTLET 


1^99 


DARK CENTURY 


itiuy 


16.99 


■ SHADOW OF THE BEAST 


17.49 


DEMONS TOMB 


15,99 


IVI'H 


■ SHERMAN M4 


15.99 


DOUBLE DRAGON II 


13,99 


13*« 


■ KI'UliUN 


15.99 


DftAGQN NINJA 


15.» 


13 99 


■ SHOOT EM UP CO N5T. KIT 


19.99 


DRAKKHEN 


2Q.TO 


29.00 


■ SIM CITY 


19.99 


UUNLiUN MASTER 


15-99 


15.99I 


■ SKIDZ 


H.99 


DYNAMITE DUX 


15.99 


13.991 


■ SPACE ACE 


2F 39 


EAST V WEST 


14.99 


14.99 


■ SPACE HARRIER 41 


. 15.93' 


ELITE 


H.99 


14.99 


■ STARFLIGH1 


19.99 


F16 COMBAT PILOT 


15.99 


15.99 


■ SPACE QUEST III 


23.99 


FIG FALCON 


1599 


1399 


■ STAR WARS TRILOGY 


1599 


f » RETAUATOfl 


15.99 


15 W 


■ TV SPORTS BASKETBALL ' 


19.99 


FIGHTER BOMBER 


19.99' 


1993 


■ TV SPORTS FOOTBALL 


19.99 


FIRST CONTACT 


\%m 


ISJi 


■ THE DUEL 


15.99 


FLOOD 


15.99 


_ 


■ THEME PARK MYSTERY 


15.99 


m rum wars 


15.99 


15.99 


■ TURBO OUTRUN 


15.99 


GAZZAS SUPEfl SOCCER 


15.99 


ISJi 


■ TUSKER 


15.99 


GHOSTflUSTERS II 


15.99 


15.99 


■ TWIN WORLD 


1599 


GHOULS N GHOSTS 


15.99 


1399 


|UMS 


15.99 


GRAVITY 


1699 


- 


■ ULTIMA IV 


lb 99 


GUNSHIP 


1599 


15.99 


■ ultimate golf 


15.99 


HARD DAMN 


1399 


13.95 


■ uninvited 


15.99 


HEAVY METAL 


1&.99 


H.9fl 


■ untouchables 


15-99 


HOUND OF SHADOW 


15.99 


IUN 


■ warhead 


1599 


INDY JONES GRAPHIC 


15.99 


15.9S 


■ WATERLOO 


1599 


INTERPHASE 


15.99 


15.9* 


■ WEIRD DREAMS 


IfJI 


IRON LORD 


, 15.99 


' !: H-- 


■ k-out 


1(99 


IT CAME FROM THE 


19.99 




■ XENO MORPH 


15.99 


DESERT 






■ XENON II 


15.99 


IVANHQE 


IMS 


13.9* 


M ZAK MCKRACKEN 

| ZDRK ZERO 


16.99 
tt.99 



1 



I CAME TITLE 

i act! on service 
| african raiders 
i afterburner 
i archipelagos 
Iastaex 

I BAD COMPANY 
(BARBARIAN II 
IBATMAN THE MOVIE 

Ibid challenge 
i billiards simulator 
I bl asteroids 
Ib.oiiumonev 

I BOULDER DASH CONST KIT 

I BUGGV BOY 

I CASTLE WARRIOR 

I CHARIOTS OF WRATH 

CONFLICT EUROPE 
] DfcJA VU 

UGMINATOR 
I DRAGON SCAPE 
I DRAGON SPIRIT 

I espionage 

ItLlMlNATOR 

I FIB INTERCEPTOR 



3991 
I 



9991 



11.99V11' 
&.99| y 
9.99r 

9991 

19.99 1 



3W DISC 

2 FOR 1 LIFETIME GUARANTEE 

10X3'ADD DISC €7.99 

3D X3UDD DISC €14.99 
1 50 X JW DD DISC + FREE STDflAGE BOX £37.99 
1 100 X 3^ DO DISC + FREE STORAGE &Q* £69.99 
l m X Wt DP DfcSC + FREE STORAGEBQjjjigj9J 

SPECIAL OFFER! 

Spend £20 or over 

and we will send 

you a free mystery 

game with your order 



GAMF TITLE 

i fast lane 

ifughtpath 737 

Ifreeddm 

igalaxy force 

Ignius 

1 insanity plight 

1 1 RON TRACKERS 

Lump jet 

KARAri KID II 

Ikick off 

(kick off extfa time 

Ilaser squad 

|mafdet 

iMANHUNTttt IN NEW YURK 
I MENACE 

I NEW ZEALAND STORY 
I NOT A PENNY MORE 

OPERATION NEPTUNE 
I PASSING SHOT 
I PHOTON PAINT II 

PRISON 

PflOSPECTOR 

RED HEAT 

ROCKET RANGER 
(ROLLOUT 
Is.D.I. 

SAFARI GUNS 

SAROON III 

SHADOW GATE 

SHADOW OF THE BEAST 

SHUFFLEPUCK CAJFE 

SKI CHASE 

&K1DOO 

SKRULL 

SOLDIER 2MG 

SPEEDBALL 

SPIDER TRONIC 

SPY V SPY 

STAR BLAZE 

STAR GLIDER 11 

STAR RAY 

STIR CRAZY 

TAKE EM OUT 

THUNDERWING 

TIN TIN QN THE MOON 10.99 

TOO BIN ' M99 

TOP GUN 

UNINVITED 



, i'l 



iiia 



9 99 



12 99 
7.9Q 

9.39 



1599 

9.99 

9.99 

9 99 
939 



MAGNUM 



I Bdtmjn CfUHde r | 

Aller Burner 

[OciublE Dragon + | 

Opurji on \m I 

1ST A-i ,.i I 

119 99 19.991 



LIGHT 
FORCE 

IVoy-ifltr i R rypfll 

. K - I" . 

trullcngre 

£T Amiga I 

15.99 15.99| 



PRECIOUS 
METAL 

|CraryCrs * Xtunn | 
+ Captain ftiixHl 

i Ariwud 

ST Am^fa 

ll!9§ 15,99 



[sovereigns! 

CHOICE 

I Purple SjIu in DhvI 

4 He-Mage* + fip| 

Nogtune + Kuli 

1ST Annysl 

ilZ94 1MU| 



FLIGHT 
COMMAND I 

Fhminalor * ^] 

|f dk II + lau*:aslpr| 

I Stfik* fwce 

i- ii ■■• ' Sky 

Chass 

ST Amiga ] 

19,99 19.M I 



PREMIER 
I COLLECTION I 

| Nell in us * [iQiori| 

+ 7ynaps 

+ netherworld 

ST Arnifli 



PLEASE MAKE CHEQUES AND POSTAL ORDERS PAYABLE TO: 
SOVEREIGN SOFTWARE 



COMP MAGAZINE NAME: 



TITLE 


AMOUNT 


























TOTAL 





NAME .., 

ADDRESS. 



POSTCODE 



TELEPHONE NO. 



■ r<i i-tat-iBf* P + I M 



REVIEW 




Money is vital Starting with 1 0,000 dollars, you earn 
extra cash by making successful plays, touch- 
dawns, and by winning games, allowing you to buy 
replacement players The robots pro designed 
specifically for different tasks, like Quarterback. 
Running Back, Cornerback, Wide Receiver, and 
Linebacker A brief rundown is provided on this 
information screen. When you come-lq buy one of the 
many different available models, the computer 
chooses the most expensive model you can afford. 



CV3E=13ALL 



Most of the rules of American Football remain 
intact, but there have been a few mafor changes to 
suit the new bionic participants. The ball still has to 
travel a set distance up ih* gridiron, but it's no longer 
ten yards- Instead it has to reach a point known as the 
Defuse Line to complete a First Down. After the initial 
kick -off the Defuse Line I* placed in the middle of the 
field, on the 60 yard line, and when this is reached It's 
moved to the Touchdown line. Don't be daunted by the 
prospect of making 30 or 40 yard plays the robot 
super-players are capable of running and throwing 
further and faster I hart their trail human predecessors. 

lust to make things even more hairy, the traditional pigskin ball has been replaced by something a little more 
^interesting a steel ball ih ree-loot in d i ameter packed with high explosives ! The i n novative bomb ball" gives a 
team tour attempts to take it to the Defuse Line, The ball starts cool, and for each play you make without reaching 
the line, it gets hotter and hotter, eventually reaching Crlllcal Mass and exploding taking wtth 11 the player in 
possession I When the Defuse Li ne i s reached, the bomb i s deactivated and play b#g in 
io cool statue. 




J play begins again with the ball returned 




If you thought American 
Football was tough, how about 
playing with 20 foot tall 
robots? Gary Whitta's on the 
ball with this Domark 
conversion of Atari's futuristic 
sport simulation. 

It is the 21st Century. Recent drastic 
advancernente in the world of bionic and 
cybernetic sucsery mean that steroids are a 
thing of the past, and "guilty* sportsmen 
instead choose to have iimbs replaced with 
stronger, faster and longer-lasting artificial 
appliances. This bionic abuse is most widesp- 
read in American Football, where strength and 
speed is everything, and more and more players 
become sporting Steve Austens. Little did they 
know that ore day they'd all be out of a job. 
In November 201 S, when Pittsburgh takes the 
drastic step of fielding the world's first 
totally-automated player and goes on to 
demolish the opposition, other teams begin to 
realise Che value of complete^ cybernetic players 
- and quickly follow suit. Before long virtually 
ever/ team in the league is completely robotic, 
and when the last human player ever to 
participate is decapitated during a game, the 
game comes under review, and is renamed along 
with a new set of rules. Now, in 2099, the only 
humans left in the League are the managers - 
there are no need for coaches anymore, and 
referees are redundant as the droids are 
programmed never to infringe the new, revised 
rules, 
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Players destroyed by const* n I tackling or the ball 
exploding are Quickly beamed out of play by an 
orbiting clean up shuttle so that play can proceed 
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With well over 1 00 plays to choose from, Cyber ball is quite capable of holding its own in the strategy stakes 
Having selected a style ai play (Running, Passing or Option for Offense, and Long, Short or Medium for 
Defense), the computer lakes into account your situation where you are on the pitch, whether you are on Offense 
or Def en se end so on before providing a choice of the f ou r most suitable pi* ys . So you don t have to work blind, a 
comprehensive play book In the package provides a rundown of every play. In keeping with the games lough 
nature, all plays have suitably hard 1 names like Zonebuster, Afterburner, Power Surge, and Assault Wave- 
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Running plays are easy to pull oh\ but don't cover 
much ground as the turbo-charged Defense is 
normally too quick to contend with. Passing plays on 
the other hand are a good deal more risky but yield 
better result* the robot receiving the pass is more 
often than not In open space for a run to the Defuse 
Line. Receiving players aim to collect the ball at the 
chosen flashing cross on the pitch. The ball may well 
be intercepted it it's thrown too soon release it too 
late and the Quarterback simply gets sacked. 

Your work' s cut out Tor you on Defense even with 
so many plays to choose from. Again, you only 
control one player while the rest follow the chosen 
play, but this time you have an ace up your sleeve in 
case of emergency— A short burst of turbo power 
rockets you across the pitch and tackle* a player (II, for 
eiampJe. he's racing towards the Defuse Line), You 
only get one boost per play, so use ii wisely. 






The six major teams In the ICSL (International 
Cyberball League) each have their own particular 
offensive strength - some are strong on passing, 
some excel at the running game, while others have a 
balanced attack, But no matter who you choose to 
play, you end up wtth a pfetly hard- sounding team. 
Forget Cowboys, Stealers and 49ers here it's ail 
Enter cers n Terminators, Destroyers, Killers, Assas- 
sins end Hitmen, Not the kind of boys you'd take home 
to meet your mother 
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Any gap in the American 
Football simulation 
genre has just been 
niled by Cybcrball, with 
Its novel futuristic 
twists and arcade-style 
approach. Don't be put off by the fact that its 
a coin -op conversion : the vat lety of plays ate 
strategically competent - more so on 
occasion than most down-to-earth American 
Football games, The visual reproduction is 
good, although unfortunately at times the 
player are comparatively sluggish. What 
really stands out however,, is the sound - a 
-meaty" futuristic title tune and atmospheric 
sampled effects during pl*y r including a 
female commentator whose sexy voice 
announces over a PA system the result of a 
play, Cyberbal Is on ly real ml nus point I s the 
fact that you cant play against another 
player - the best that's available Is two 
people playing as a teem against the 
computer, Surely a four way joystick 
adaptor could have been put to good use for 
all the options of the original? Nevertheless, 
this is a unique, entertaining and satisfying 
variation on the American Football theme. 



PRICE 

RELEASED 

GRAPHICS 

SOUND 

P1AYABIUTY 

VALUE 

OVERALL 



£19.9* 

Out Now 

7«% 

85% 
79% 
76% 

79% 



m Understandably this 
also looks and behaves 
like the original, and 
although the sound isn't 
as strong, Cybcrball is 
no less rewarding to 
play. It's In the shops now at a price of 



j ^^ Looks and plays fine, 

J^^< with VGA, EGA, CGA, 

A I 1 |J^ Tandy and Hercules all 

^H bm f^W supported unfor- 

^^^Lpr tunateh/, the popular 

^^^ sound boards are not, 

so it's bleep city in that department. Out now 

at a price of 24. W Oft either 3% or 5V+ 

formats 




Capcom s universally 
Coln-op; GHOSTS "RT GOBLINS ™, 
Is now available for your 
16-btt home computer, 
capturing all the features from 
the ORIGINAL CO In -op 
GHOSTS 'N 1 GOBLINS ™ 

captures every detail lit true 
16-btt style; 

• Amiga graphics taken directly 
fromcoin-op ROM's 

• i or 2 Player section 

• Amiga & IBM PC versions 
contain all six tevels of coin-op 

• well over 100 screens to 
battle through 

• Choice of five weapons with 
which to fight 

• 28 enemy char 
overcome 



• 4 way 

scrolling 

effect 
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CAPCOM 



c 1988 CapGQmtH USA inc. 
&199Q Elite systems Ltd 



RELEASE DATE 

Europe 16th April 1990 
U.K. 2nd May 1990 
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£19.99 

TH-fr T9S? Atari Cordtfratipn. Sunnyvale. 
CA MG&6. All rights reserved. 



■ i Mfru\ 



£19.99 

LayaJteDle In ftmb or imb versions 
tw Amiga is a tmdemarfc of cne 
Commodore computer corporattofi 



<avatlaW&iri5Vrar5%- supports CCA. 
EGA and landyi 

tm £• copvngnt ifitematiarfcal fiuslnKs 
Watriin&S Corporation. 1981,1987 
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ELITE SYSTEMS LTD, Anchor House. Anchor Road, Aldridge. Wat* all. West Midlands WS9 SPW. England CONSUMER HOTLINE: (0922) 743408 
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OFRRITAh 
PILOTS LEARNED TO STARE INTHEFt 
OF DEATH IN EVERY WAKING HOUR L 
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SIMMER 1940, 

THE BATTLE OF BRITAIN. 

A batU* fought nol only fry fcrianEiats, 
computers at space-age technology hot by 
ordinary men Mea who learned to live will 
fear and stared in the face cf death ip M*ry 
w Along horn. Men who relied on each others 
skill, coni ag-e and faith to keep them alfre 
at a dm* when their physical and mental 
far&Mes wet* ili-etched to breaking point 
and beyond 
Now you can relive this pLt'Wienchiaf , 

confrontation in the most graphical 
-, JautohcaJly accnn*» and L 
y realistic war rimnlaticn e 
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r e/jfectt o/ Jtt)' 
.Rteces fleff bffim fuselage 
end codg^hwawg. * <™ 
stream o/s 
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J T/**re ine/fr ibouf ™m?/re Me /flfe di^j a? 

hsve been {tppgKteftecfion shots it tn& 
^_was a popping nm&v and jnf r.fjrif/oj < 

.jotting festet and 'faster Jpaited ifte tood 
? Jfltf My head out ohte cockpit, *nd the 
tip&rwn lore the »* r afrra rfwniMtf fete 
^^ madWie " Jj 

Piktt Officer Stev 
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CAN YOU SURVIVE? 











\reisn) mxch tine to muck about m 
! &t attack. Igave a short bu&t then 
skd uafeinea^ hk big htack belly w?\h 
pniy feaf to spare, and flashed through the 
rest of the fe.™ no/;. Ihadn f mean? to car it sc 
dose, amJirstincfJ 'weJy ducked as isaw wings, 
engines, cockpits and black crosses □ 
streaking wwough my hood. I had tb 
about 450 J..;-- i sjny d ive, and teQUL 
onlhesn^.lbkckedoulconipteah 
up and over m an etiontws loop. " 
RAT Pilot Office t Boggle Bodie 
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Available < 
AM ST, IBM PC 
& CBM AMIGf 
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.rtie vf Britain game in 
whir It yan can aJf« tfw 

oirfcfliiff vf tb* Wat. A welcome 

Addition to tttt wvrid vf (Utfhi 

KUtiizJifJOJifl'" ZERO HEHO 



'■^upfrWy packaged and 
presented eomtott %imul?* 
with immense depfti. 
t 4 V.C. 



td., Units 2/3 Hollord Way, H olford, Birmingham B6 7 
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M a n a g e r 



An individual's status screen details Injuries, 
disciplinary points, contraci record and transfer 
position Players are put on the (ran star list at their own 
request {if they are unhappy) or ai your command (In 
which ease you dictate trie selling price based on the 
board's recommendation). The only exception to this 
formula is yourself you alone decide when it's time to 
hang up boots'. 
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The Coach 




Morale is OK. 




Ten ftbilityi 
Keepers ' 7/10 
Defenders 1/10 
Midfielders 3/10 
Forwards 3/10 
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Gordon Houghton's sot a 
mountain to climb, But at the 
end of the day, football's the 
winner out there. The boy 
Anco's done good - again! 

hat have Brian Cough, Allan Clarke 
land Bobby Chariton got in 
common? They were all prolific 
| goal scorers who went on to 
manage lower division clubs. 
Anc o r s PtayerManajcf assumes that you want to 
do the same: as a successful International class 
forward, you take the plunge into anonymity as 
head honcho of a Third Division team of 
toe-poking no-hopers. 

Your charisma is such chat you can generate a 
whole league and rename the club before you 
start. After that, it's a baptism of mud in the rough 
and tumble of lower league life. Management is 
an ephemeral profession- run out of money or 
displease the board and you end up queueing 
with your UB40. 

Life as the Bess begins here. Check out the squad, 
look at your position in league and cup, help the 
coach train the players, de-vise new tactics, snap up 
talent in the transfer market, visit the board room to 
examine club records, finances and your manage 
mem rating, play a match and save the game. 
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There are over 1000 players throughout the tour 
divisions, and you have inherited this bunch of 18 
moderately-iaiented ancients and innocents. They 
come i n a wide variety of s izes abilities and ages, a nd 
a re easily upset if you don't put them in the first team or 
if your league position starts to slip. 




Each player has a unique set of skills and attributes 
which chance over time and determine match 
performance Apart from the standard physical 
qualities (whose average rating is a duff 100), there's 
morale. This Is boosted by taking a break from training, 
or giving a match to a sq u ad mem ber who 1 s feel I ng left 
out. As players grow older, skills fade and fewer clubs 
are Interested In buying them: when to transfer an 
over-the-hill star is one of the hardest de*Mon# you 
have to make. 



Attlw start of every week you can view your prog re*a 
n league and cup, as well as noting the success oT 
all the other teams in the league. It's hard to be 
relegated, but it's equally tough to gain promotion - 
and the higher you climb, the more skill Is needed. 




RLEX REEW T 







Playing a game involves crucial decisions. Your first 
task is to check out the opposition s strengths and 
weaknesses and then assign the players you think 
■ best suited to tackle them. The match proper is played 
In one of three modes: result only, fast (an enlarged 
scanner display showing an accelerated game) and 
normal- Normal is a standard Kick Off match played 
out over six minutes, with differing playing surfaces 
and wind factors. 



r^isappointed with your squad? Then gamble in I he 
Lrf ransier market lor fresh players the more you 
are prepared to pay> Ihe better the quality. Tne only 
trouble is getting the board to splash out: unless the 
finances are very heallhy, they prefer you to buy 
moderately-priced players, 
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The tactics option allows you almost limitless 
opporl u n ity to des lg r i and plan your o wnlor matiqns 
and player movements, both at set pieces and during 
the normal flow oi play. II ear intricate system which 
depends as much on your knowledge cf player 
abilities as it does on your creative skills as a tactician. 
Once you are satisfied, designs can be saved and 
loaded for use during a, match. 



m Don't be put off by the 
eight minutes it take* to 
generate your first game, 
because Player Manager Is 
an exceptional football 
management simulation. It 
has astounding depth: an unmatched 1,000 
Individual players, the ability to radically 
alter formations and team tactics, match 
reports on every single game (W you want 
them), and a mini-version of Kick Off to boot I 
In fact, there's just about everything you'd 
find in real football, and the more Invoked 
and conscientious you are, the greater your 
rewards. The action gives you the frustration s 
of a team that Isn't quite up to scratch and the 
thrll Is of watching individual players respond 
to your tactical plans. Vour squad even 
begins to acquire a personality: you get to 
know who the potentially great players are, 
and who you should sell tomorrow. The only 
elements which spoil the fun are a couple of 
minor buss (confined to the match days) and 
the program's serious habit of crashing at the 
worst time. Even with these inconsistencies 
in the programming (and a bare instruction 
manual). Player Manager is the most 
involved, rewarding and playable game* of 
its type, 

£19 95 

Out Now 

70% 

80% 

89% 

88% 

88% 
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Kick* off at your local 
store on March 8th. 
Apart from the unique 
match display a la the 
Original Kick Off, It 
should be the same as 



the ST. 




PC Player Manager Is a 
possibility, but it won't 
appear for some con- 
siderable time 3 , And an 
MS-DOS KickOff hasyct 
to appear*. 





TRADE ENQUIRIES WELCOME 

Send cheques to: Dept ONE 
Memory Expansion Systems Ltd. 

Britannia Buildings, 46 Fenwick Street, 

m^M?ivwo < 051 > 236 ° 480 " 24 Hour 

(051 ) Z 60 U^OU (Q51 ) 227 24 8 2 . 24 Hour 

PRICES ARE SUBJECT TO CHANGE WITHOUT NOTICE 
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are Jip f ysf available and witt he sent on day of release. 




Please send cheqje/PO /Access/Visa No. and 


expiry date to: 




Dept THO Trybrirjge 


Ltd, 8 Buck wins Square, Burnt Mills, Basildon r 










Essex SST31BJ 








Please state make and model of computer when ordering. 




P&P inc. UK on orders aver B. Less than 5 and Europe add 1 per item. 






Elsewhere please add 2 per item lor Airmail. 










rhese offers are available mail order only 












Tel orders: 02&8 590788 
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SUPERB QUALITY 

DISKS AT 
GIVEAWAY PRICES 



10 3.5" DISKS + BOX £07.75 

25 3.5" DISKS £16.00 

50 3.5" DISKS £30.00 

50 3.5" DISKS + BOX £35.50 

100 3.5" DISKS £58.00 

100 3.5" DISKS + BOX £63.50 

ALL PRICES INCLUDE VAT 
ALL PRICES INCLUDE DELIVERY 
ORDER DESPATCHED SAME DAY 
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AMIGA ST PC 
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I5.9S 15.93 - 


MODHWALKER 


19.99 15.99 19.99 


ALTERED BUST 
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OP THUNDERBOLT 


19.99 1599 - 


BEACH VCUEY 




1199 1599 13.99 


Pfl THUNDEHBCLT 


19.98 1999 - 


BEVERLY HILLS COP 
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RED STORM RISING 


19.99 1999 


BOMBER 




23.99 23.99 - 


ROCK N ROLL 


15,B 1599 


CABAL 




1599 - 


7 GATES OF JAM3ALA 


19.99 1599 


DAILY DOUBLE HOUSE RACE 


15.99 15.99 15.99 


SPACE ACE 


35.99 3599 


DOUBLE DRAGON 2 




15.99 55.99 19.39 


SPACE HARRIER I 


15.99 15.99 - 


OR DOOMS REVENGE 




19 93 19.99 19.99 


SPORTING TRIANGLES 


15.99 15.99 - 


DRAKKHEN 
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STAR WARS TRILOGY 


19.99 19.99 


F29 RETALIATOR 




1*99 19.99 - 


STRIDER 
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SAZZA SUPER SOCCER 
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SUPER WONDEHWY 
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GEMINI WING 
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THE UNTOUCHABLES 
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GHQSTBUSTERS 2 
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TURBO OUTRUN 


19.99 15.99 


HARD DRIVIN 




15.99 15.99 21.99 


WEIRD DREAMS 


19.99 19.99 Z1.99 
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WINDWALKER 
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Other titles also available, please write or ring for details, slating which 

format required. If you don J t see what you want ask I We're here to help 

7 days a week. New releases are sent on day of release. All games are 

sent by 1st class post Postage and packing in Great Britain included in 

price. For EEC please add fl- For overseas please add £2, SUNCOMP is 

MAIL ORDER ONLY. We also sell computers, joysticks and other 

peripherals, contact us for our very reasonable prices I 



PLAYERS GUIDE 






THE STORY 

The Official Story According To Taito... 

Bubble and Bobble, who were turned Into 
Bubble Dragons 1 by a wizard, went Into the 
cave of a witch seeking their sweethearts, Betty 
and Patty. After a long battle and finally getting 
' Super Drunk ' , they cou Id not be! leve their eyes 
when they saw their Mom and Dad. 

"Dad! And Mom L." 

Big tears were coming out of Mom and Dads 
eyes. Bub and Bob were so happy after saving 
them, not only Patty and Betty , but also their 
Mom and Dad All of sudden, they were beck to 
normal again. 

"God, thank you..." 

But they were not completely satisfied until 
they found the real enemy, who turned their 
parents Into Super Drunk' and controlled their 
minds. There is a real enemy still hiding and 
waiting for Bob and Bub. They knew that sooner 
or later they had to face him. 

Many years have passed. Bubby and Bobby 
grew up to be fine boys with power of Magic 
Rainbows 11 given by Mom and Dad, When they 
went back to their birth-place to search for 
treasures, they became involved in a mystery 
They wen! to look for the real enemy, Prince Of 
Darkness'. He has a large following who are in 
Bubby and Bobby's way. The final day fc face 
the Prince Of Darkness came. Why don't you 
play the game to find out? The secrets are 
waiting to be discovered. There are many 
puzzles you can challenge ! Who will be the real 
winner? 

LOOSELY TRANSLATED... 

What all this means is that you have lo negotiate seven Rainbow I elands. Each island is split 
into four vertically-scrolling platform-filled Rounds which increase in h&ight throughout. 
You start at the bottom of a Rou nd and the idea i s lo gel to the Goal Une at the top When you 
eventually reach the seventh island you have to confront and defeat Hie enemy within to 
win. 

The numbers on the right-hand side of the Rounds represent restart positions; 1 , 2, and 3. 
When either character dies, they are returned to the lasi restart position passed. To give 
you time to get your bearings, they flash for five seconds, during which Lime they are 
invincible - so make the most of it! 



First revealed by The One over a year ago, and reviewed six 
months later, Rainbow Islands has only now been released. In the 
first part of this extensive Players Guide, the team behind the 
conversions, Graftgold, takes you through the basics and reveals 
what's what with the first of the seven islands. 

BUBBY AND BOBBY 

These versatile little fellows start with three lives 
each. An extra life is awarded when you first reach 
100,000 points, and thereafter you only get one 
ertralifeal 1 000, 000 points Ttiere are other secret 
ways of getting extra lives, but these wont be 
revealed until a laler issue. 

The boys 1 repertoire of skills is impressive: they 
can.. 

WALK 

They stroll at one of two speeds, depending cm 
whether the Training Shoe is worn. Bubby end Bobby 
can walk over platform* or rainbows - even the bed 
guys (but only when invincible). 

JUMP 

Bubby end Bobby can jump at one of 10 different 
height*, depending n-n how long the joystick is held in 
the j u m p posit i on . Just for the record, the height varies 
between 20 and &4 pixels, so you get s rough Idea of 
ius1 how high you Can try. 

Bobby and Bubby always jump ait least as high as 
their own height, and oniy stop when the maximum 
height El reached. Even when f alii ng, you can hold the 
joystick in the jump position so that should they land 
on a rainbow, they Jump oft it rather than break it. 

FIRE RAINBOWS 

Bubby and Bobby throw a Magic Yellow Star In an arc 
which leaves a rainbow in its wake. The star follows 
more arcs when the Red Potion is taken. The star 
explodes when the last rainbow is completed- 

FALL 

Bubby and Bobby can fall any distance without getting 
hurt {well, un iess they land on a bad guy or In the water j. 
They flap their arms to slow their descent, allowing you 
to steer them as they fall. 

BUT THEY CANT SWIM 
So don't lei them drown! 
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THE INHABITANTS OF INSECT ISLAND 

There are si* different creatures on Insect Island. Like most otthe inhabitants of the Rainbow Islands, the 
Insects usually start in a happy slate. That's not to say you can shower them with kisses - they don't like 
short, fat intruders. 

Eventually the creatures get ang ry , either after appro* imately 1 2 seconds (or less on later islands) or when 
the ' Hurry! V message appears. Every enemy generated after this appears will be angry. 

Up to 1 6 enemies can be on screen at any one lime. However only a maximum of six can exist if there are 
any other objects on the screen (like Bonus Objects), so use this to your advantage 

Occasionally e n em ies slray too far and d i sappear off the lop or bottom of the screen . They hang around for 
approximately five character lines before disappearing, which means you can actually kill them even though 
they are not on screen, The same is true of any gems and the like lying around, 

Killing any one creature is worth 1,000 poinis (well, except the Bosses, who surprisingly aren't worth 
anyth i ng ! ) . Ki 1 1 ing two creatu res sim ultaneously is worth 2<000 points ( indi cated by the large 2,000 ri sing from 
Ihe player). Kill three creatures simultaneously and you get 4,000 poinis, four are worth 8,000 points, five 
1 6,000 points, six 32,000 points, seven 64,000 points, and eight a massive 1 O0 H OO0 prints! Exploding Red 
Stars or using clever rainbow traps *s the best way to get the bigger bonuses. 




BEE 

Buzzes around In a predictable 
pattern, at roughly 30 degrees to 
the horizon, lurn il n g when it collides 
with any solid scenery. 

TRUE IDENTITY: Puru Purg 




HIVE 

Drops clown from top of the screen 
and releases bees. Fir si appears on 
Round Two and releases two bees, 
and again on Round Three, releas- 
ing three bees. Take out the Hive 
quickly unless you want kill more 
enemies, 

TRUE IDENTITY: Puru Puru 





BEETLE 

Patrols platforms - until it geta angry and decides lo 
come after you. When it's angry and you are above It, 
the Beetle flies in straight lines after you. Otherwise, ii 
drops down to your level- Fortunately. It doesn't 
re-evaluate your position too often, 

TRUE IDENTITY; Mooter 

CROW 

Behaves similar to the Beetle, but hatches from an egg 
end flies after you, slopping at regular intervals to 
check your position. 

TRUE IDENTITY: Monster 





GEMS 



Drop a Rainbow on a bad guy and it leaves behind a 
Gam, which stays on screen for three seconds. You 
can capture a creature with the edge of a Rainbow 
and break it to get a Gem, but this is difficult and you 
more often than not end up breaking the Rainbow 
and getting a Gem. 

You may have noticed that when you collect one 
of the seven different rainbow-coloured gems, it's 
displayed at the bottom of the screen. This is lo let 
you know which colours you have acquired - the 
reasons why must remain a secret for the time 
being. Suffice it to say the Gems are quite 
important. 



SPIDER 

Baby of the Boe». One ol the more 
formidable enemies. Follows you 
by spinning webs up the acreen, but 
only when you get above It. H alto 
bounces left and rbght after you - 
so watch out! 

TfltlE IDENTITY: Banebo 



BABY WORM 

Patrols the platform* left and right, 
turning when it gets lo a gap - 
unless its angry, in which case ii 
drops down to the platform below 
and turns towards Bubby (Of 
Bobby). Beware! The Baby Worm 
climbs over rainbows F 

TRUE IDENTITY: ZenChan 







MIH0SUKE 

The Bag Worm Encased in its chry sal 1 1 ha ng I ng f roma 

thread fat which point Hr b sateio the touch)!, it Blows* 

bubble and drops as an angry Baby Worm when you 

get near. Trie M i n osuke appears on ly once I n the entire 

garnel 

TRUE IDENTITY; ZenChan 

BOSS SPIDER 

The 9ig Mom Spider stands between you and Island 
Two: Combat Island. Starts asleep at the top of the 
screen (her eyes are closed) then as she drops down 
from her web bar eyes begin to open end she bounces 
after you across the screen. Her energy isehown atihe 
top of the screen end Is drained with 10 hit*. 





COMMON THINGS TO 
COLLECT 



BONUS OBJECTS 

There are 80 different type*, 
ranging from the Green 
Pepper (worth 10 points) to 
the Money Bag {worth 
10,000 points). Each Bonus 
Object collected produces 
the next bonus object in the 
sequence- But beware: this 
sequence wraps around 
after the Money Bag back 
to the Green Pepper. All 
items are collected by 
walking over them or hitting them with a rainbow 
(either the star that produces it or by simply 
dropping a rainbow on the object}. Bubby and 
Bobby have 20 seconds to collect these objects 
before they disappear. 

MAGIC STARS 

Come in two forms: Yellow and Red. Both throw 
out death-dealing stars,, the Yellow an arc of seven 
and the fled In a circle of 1 6- 

RED POTS 

These aren't left lying around too often, but behave 

exactly the same as their Special Feature 

counterparts. 

HIDDEN BONUSES 

One of the best ways ot boosting your score is lo find 
and collect the Hidden Bonuses - mainly fruit. 
vegetables, cakes and sweets. On average around 
only 1 such objects can exist on screen - no more 
are produced unless you dispose of enemies or 
other Bonus Objects on screen. Bonuses Items are 
only found before the 'Hurry!? 1 message appears. 

Collect any visible fruit and the like, then throw 
rainbows at the tops of Hie platforms - the magic of 
the rainbows causes bonus objects to appear, in the 
same sequence as before. And again, the 
sequence is reset when Bubby or Bubby dies. Note 
that the scores thai rise when you col led the objects 
are in rainbow colour sequence. 

Also, not all hidden objects are uncovered from 
the platform lops - some appear from mid -air! The 
Round maps provided for Insect Island show where 
you can expect to find any Hidden Hems. 

There are Speci al Item s to col led whic h causa all 
Hidden Objects to appear in one particular form , eg : 
Money Bags, infacl, it's possible lo make all Hidden 
Items become explosive Red Stars! 
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RAINBOWS 

They may look daft, bul the rainbows have many 
uses. Their main function is as a weapon lo kill the 
bad guys. However, they can also be walked on, 
jumped from, used lo trap creatures or items, used 
as protection lo deflect the flying beasts or crushed 
to fall on enemies or objects below. 

Only 12 rainbows may be on screen at one lime, 
allowing complex traps or platform arrangements to 
be built. The appearance of any more causes Ihe 
oldest rai n bow to disappear . However, f i ring a band 
of three rainbows with two bands of three already 
present on screen causes the first thrown band to 
disappear. Otherwise, rainbows stay on screen for 
around 12 seconds before their magic begins to 
fade - I hey flash for a second and crumble away. 

Use the star that creates Ihe rainbow to kill a bad 
guy and it spins up and away in the direction it was 
moving. When II lands on firm ground, it leaves 
behind a Bonus Object, in the same sequence as 
before. 

Bu bby or Bobby can walk on or over a rainbow, or 
shatter it to send it crashing below. If they slide down 
a rainbow and step onto oKe on the other side, it gets 
broken 
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Land on the edge of a rainbow and it crumbles 
and falls down the screen. Any rainbows directly 
connected the crushed ra*nbow fall with it, allowing 
you EO create a string of death or an arm of immense 
collective power, Each rainbow crushed is worth 10 
points. 

However, jumping as you land on the rainbow 
means thai it isn't crushed and your jumping height 
is extended enormously. Jumping off a rainbow is 
also worth 10 points. 

Beasts and other objects can be trapped inside 
rainbows - but don t leave the enemies cooped up 
for too long or they get angry. Break the rainbow 
from above or below to crush its contents . 

For extra height, make a rainbow stairway and 
jump or climb it. This way you don't need the 
background, which comes in very handy on later, 
platform -starved islands. 



THE BOSS ROOMS 



The fourth Round at the end of every island is a Boss Room. Killing the Bosses living in the Boss 
Rooms can prove daunting , so it helps lo know how each one wi 1 1 behave relative to you The most 

important technique is to lay 'traps 1 of rainbows - as the Boss moves into it, break the chain a n-d 
any touching rainbows deplete the Boss energy by a unit apiece Remember: you get a couple of 
seconds before the Boss appears when you firsl enter the Boss Room. 

The besl way of all is to shoot and break (he rainbow almost simultaneously tie: jump into it as 
soon as you fire) - not only does the star hit the Boss: the broken rainbow also counts as a hit. 

With the Big Mom S pider, use this time to fire off some rainbows under her Wait until she drops 
and touches the rainbows before breaking them, Now walk back and forth across the bottom of the 
screen, shooti ng off rain bows at the spider as sh e makes contact with the floor It s best to stay on 
ground level, although cocky players go straight to the top an unleash a stream of rainbows and 
dispose of her almost instantly. 




SPECIAL FEATURES 

Every third creature killed H regardless of the technique used, 

leaves behind a Special Feature iiem, which slays on screen 
for five seconds before disappearing. The Special Features 
appear in a sequence of seven, which is reset when Bubby or 
Bobby dies, This is the sequence in order of appearance... 

TRAINING SHOES 

Help Bubby end Bobby run faster. 

HEDPOT 

The Stir now produces two rainbows. 

YELLOW POT 

Allows Bubby and Bobby to fire their rainbows laster. 

RED POT 

Provides a second extra rainbow. Bubby can now 
unleash the maximum of three rainbows in one shot. 
Actually, it is possible to fine a string of FOUR 
rainbows, but only after collecting a Special Item! 

YELLOW MAGIC STAR 

Behaves exactly the same as the aforementioned 
Yellow Star. 

CRYSTAL BALL 

The Boss Of Shadow's boys aren't what they seen-i... 

Colled this Crystal Ball to break ihe Disguise Spell. 

When you kill the enemies and they spin away, you can 

see them as they really are: Bubble Bobble baddies! 
The eight Bubble Bobble baddies manifest themselves in 
different ways through the game, each alter ego behaving 
similarly to their real selves. For example; Rainbow I slanders that 
drop things as they move back and forth across the screen are 
more often than not the Invader in disguise. 

INVADER 

The original Taito Invader moves back and lorth across the screen, 
dropping bombs as it goes. It doesn't appear until Combat Island. 

KNCHAM 

Moves back and forth across the platforms, slopping and turning when 
it reaches a gap - until it gels angry . On later islands the ZenChan falls 
down holes, regardless its mood. 1 1 first appears as the Baby Worm. 

HI DE GONSU 

Behaves very much like the ZenChan, except it lires. The 
life expectancy ot its bullets increases on later islands, ie. 
Ihe bullet travels ludher. The HiDeGonsu also starts to lire 
in your general direction, and eventually il jumps after you! 
It first appears on Combat Isiand. 




c 




BANEBO 

The " Thing On A Spring ' bounces horizontally towards By bby or Bobby, 
jumping' arte r | hem" when they get above it. Later incarnations wail u mil 
either guy gets near before I hey respond The Banebo first appears as 
the Spider. 

PUflU PUHU 
I The least dangerous of the flying enemies. It sis/ts 

disguised as the Bees (and the Hive Irom which |hey are 
produced for that matter). 

MAITTA 

Behaves very much I ike the ZenChan and the H i De Gon&u. 
At first Ihe M aitta Fi res a single proi soti Is , but on later islands 
it fires more often and the missiles travel lurther. Combat 
Island is where the Maitta makes rts debut. 

MONSTER 

The other flying enemy is tricky. As <l homes in on Bubby or 

Bobby, it stops and starts to check their position. On later 

islands il moves in faster but shorter bursts, and checks 
your position mote often. The Monster starts life as the 
Beetle and the Crow (including the Egg trom which it 
hatches). 

DRUNK 

He doesn't actually appear in these conversions. Tarto's original 
Rainbow Islands Features 10 islands in total, and the bottle-throwing 
Drunk is only lou nd on Ihe lasi three (which G raftgold had to leave out lo 
due lack of disk space) 





RED MAGIC STAR 



Behaves exactly Hie 
aforementioned Red Star. 



as the 
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Collect the firsl four Special Features and Bubby or Bobby has 
lull power. This only involves killing 1 2 bad guys, so recovery 
following death is swifl. 



PLAYERS GUIDE 




SPECIAL ITEMS 

After the sequence of seven Special Features, the 
nest third enemy to die produces a Special Item, 
which again only lasts for five seconds. There are 
42 Special Hems in all, each behaving in one of four 
ways: an immediate one-off effect, a delayed 
one-off effect, a temporary timed effect, or a 
temporary effect lhal lasts until the Round is over. 
The Special Items range Irom Rings, which simply 
award bonus pcunts. to Magic Wands that have an 
amazing effect on your rainbows! The Special 
Items are so special that all won't be revealed in full 
until a later issue. 

GOAL IN! 

Get to the top Of the first three Rounds and a Magic 
Chest throws out 1 6 Bonus Items (from a selection 
of 32}, each worth 500 points. Collect them quick! 

Crush any unused rainbows lo avoid walking on 
them or you could lind yourself in mid -air with no 
place to go. But be quick! Take too long and after 
approximately 45 seconds the Hunyfl 1 messages 
rolls across the screen. Eight seconds later the 
water rises. 

With the Boss removed from the scene, a big 
Magic Chest drops onto 1 he floor and, like its smaller 
counterparts found at the end of other Rounds, 
throws out 1 6 Bonus Objects PLUS one big Bonus 
Object worth 1 00,000 points! 



HURRY!! 



Each Round has a preset time limit before the 
Hurry!!' message scrolls across the screen When 
this happen s you know you only have eight second s 
before the water rises - each of the Rainbow 
Islands is slowly sinking into the sea. you see 

On Insect Island, Hurry!! appears after 55 
seconds. On Round Two it's 50 seconds, while on 
Round Three you get 60 seconds, and on Round 
Four there's only 55 seconds before you are told to 
geta move on. Don't panic, Play itcool even when 
you fall, it wont necessarily be in the water as in its 
early stages of flow it scrolls down with the screen 
slightly, giving you vital seconds to get on up. 

Where you die affects the time remaining before 
the HurryM 1 message appears You get a 
percentage oi Ihe overall time for that Round, 
depending on your Restart Position. You are given 
80% of original "Hurry!!" time when you restarts 
from Position One, 50% of the time from Position 
Two, and from Position Three only 30%. 
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AMIGA TOP 30 

Bombar 

SpacflHarrieril 

Spbmac* 

Chase HQ 

Hard Drivio 

TiirhoOy|ruH 

Stunl Car Racer 

KicfcOff 

Batman Urn Movie 

Maocnester United 

Shadow D( Ihe Beasl 

Xenon II 

Gazz a Soccer 

Falcon 

Scrambled Spirits 

Pewrboy 

Rattle Squadron 

Final Lane 

HAC Rally 

Extra Time 

ATARI ST TOP 20 
HardDnwn 

rinynirM;!!.. ..!.■: 
Chass HL> 
Space Harrier II 

SW*r 
SpacaAr:a 
SiuntCarRacar 
Dalgllsh Soccer 
Xenon II 
KickOfP 

Ferrari Formula-One- 
Falcon 

BAtnV:tn1hiiMu-ViP 
Powerdnh 
Mitn^hesler Untied 
Scrambled spirits 
Wild Streets 
Crazy Cars II 
Continental Circus 

AMIGA 

Hail Company 

BladeWannr 

CyhmtMill 

Damocles 

Dragons Bream 

UrsfConlacI 

Gravity 

inrutaikin 

Ivannoe 
Midwinter 

TV Sports Basketball 
Tv Sport* Football 
Gunship 
Altered Beasl 

Roftocop 

Interphase 

F29Rolali;iU>r 

Pacland 
Pacmarny 

CarnerCortimancl 

HitDiscVoil 

Contli. 

Roger Rabbit 

I in n? Jt Ms Link 

Kristal 

I >: :.uM Mil I MftDAgM I. 

Double Dragon II 

Running Man 

Chambers- at Sh&olin 

Action Fighter 

I astPalrol 



Populous 
Rainbow li 



_ .*■ Islands 
WayiieGrelfky 

Thunderbirds 

HVF Honda 

Pipamama 

Ghostbuetersll 

Silkworm 

FlOCketHariLjitr 

Sim City 

APli 

Fiendish Freddy 

Me* vis Beacon 

Escape From Si ncgtj-s Castle 

ATARI BT 

BladeWarnor 

Cab^i 

Cyberball 

Damo^las 

Dragons Breath 

Gravily 

Infestation 

Midwin1<ir 

Towerol bSabaf 

Rainbow Islands 

F29 Retaliates 

Xenon It 

Untouchables 

Toobin 

TV Sports Football 



i-ift..ufl 

E1B.H 

Sltti.yo 
E1S.M 

Sit 2.99 
£16.99 
fit",. 99 
£23.09 
E16.S* 
C16.99 
CI ft. 9fl 
C1399 

tia.gs 

ElB.flft 
Clfc-TO 



E1 3.99 
£112.99 

El 5.99 
£13.99 
£27.9fl 

nfi.99 
tie. 99 

£12-99 
E 1 E.99 
C10.B9 

E1B.99 
El 3.99 
E119^ 
El 3.99 

eiup 

E1B.99 
£13.» 
El 3.99 



El 5. 99 

E16rW 

El 3.99 

MS 79 

£2 3.99 

E16.» 

E1#99 

El 6.99 

C1699 

El 6 99 

El 6.99 

C16.99 

E1S.99 

El 6. 99 

ElUfl 

C16.99 

C16.99 

F6 99 

E6.99 

£6,99 

ES.99 

E7.fl& 

E»99 

EMft 

C13.99 

Ml J. 99 

tlUB 

E6.99 

E&.99 

CI 5.99 

LI6. 99 

C16.3S 

tl6 99 
ES99 
El 6.99 
£1S.9fl 
£10,99 
11X99 
£20.99 
£10,99 
El. J. 99 
£10,99 
E2Q.99 
£27.99 



EtH.99 
E1S.99 
El 3.99 
£10.99 
£23.99 
£10.99 
F 16.99 
£10.99 
El 0.99 
El 5.99 

i 1 e n 

£16.99 
£13.99 
£13.99 
El 6.99 



5lar Wars- Trilogy 
Rock M Roll 
LASt Patrol 

Ghostbus-lers-ll 
Elite 

Doutilnlir.Miorill 

Running Man 

Chambers of Shaolm 

Last Niri| all 

Oil Impenum 

Pacland 

Pacmania 

Footba II Manager 1 1 

Ktarglidorll 

Time&Magik 

Juo 

Acrion Service 

Spitfire 40 

H.dc:kMr I 

Hacker II 

StirkO Force Harrier 

Power Play 

Tracker 

Loganf! erf the- Sword 

Passing Shot 

Precious Metal 



£16.99 

Lie 99 

C1J.99 

Cie-99 

L16. 99 

LI e.99 

£8.99 

E6.99 

£10.99 

El 0,99 

£0,90 

E0,99 

El 3.99 

C7 79 

E0.99 

£9.99 

£9.99 

£9.99 

£4.99 

C4.99 

ET.99 

r?99 

EB.99 

£9.99 

£13,99 

El 6.99 



IBM PC BU5INES5/UTIUTIES 

Accountant £149.99 

Accountant 3 Vir £149.99 

Accountant Plus £249.99 

Bookeeper £99.99 

t^cxikeepera 1 /^ £99.99 

CashbookConir oiler £44,99 
Cashbook/Fmal Accountants E&4.99 

Day by Hay £26.99 

Diqicelc r^fi.99 

E Type £36.99 

Financial Conlti>IM*r £399,90 

Mailshot £29.99 

MailahotPlufi £44.99 

Mini Office Persona* EZ2 .99 

Mini i D1tn:rt Personal 3 4* E22 .99 

Mini Office Professional £39.99 

Mini* >l t\ i :a > Pr - >f 1 1 Ufa mm i J ! v £39,99 

PC Touch T ypjst 3 1* C2A .99 

PC Touch Typist Tutor £24.99 

PC Write £99 99 

PC Tutor £24.99 

ISM PC &AMES 

Cjilifyrniiin Ganges £17.99 

Caplam Blood CI 7.99 

Carrier Command . £17.99 

Gamer Command 3Vfe £17.99 

Double Draoon £17.99 

D* Dooms Revenge El 7.99 

■ .i-i.i vi-, .in £32.99 

Fun School 2 (6 -6) £17.99 

Fun School 2 S r ) £1 7.99 

Fun5clwiol?{2--6) £17.99 

IndyJonesAdvenlure £22.99 

Cycle £17.99 

R AC Rally £17.99 

RACRallyS 1 * £17.99 

Omega 5 25 £22.99 

Pictionary £17.99 

Pro**Kl £99.99 

Zany Golf El 7.99 

ZanyOotfSVfe £17,99 

Star Glider II E27.99 

Puf«>m% £13.99 

Firezone £9-99 

Fish L9.99 

UMS £9.99 

Smbad £9-99 

Rocket Ranger E9.99 

ACCESSORIES 

Blwnk M,trii;i 

fJSUD 3lt x 1 C9-90 

DSDD5 1 /4Xlu E1D.9D 

Storage BM4I &V* 

5G Holder Lockabla £7.99 

70 Holder Lockabla £5.99 

l lO Holder Lo^kahle E&.99 

JOYSTICKS 

CSJU0 El 2.99 

CasOQ £17,99 

CSliOOA El 9. 99 

CS8Q7 £21.99 

CSttOHA E22.99 

C5I9Q9 £22.99 

C^UO Mouse £34,99 
^it|ii Mouse As above I Mouse 
Pad, Mouse Pocket, Dr Halo II SW. 
Fanlavision S/W. & 2S Pin 
Convenor, Mouse DriwHr - 

AIM il E49.99 



ff the product you're looking for Is not here ive us a cafi. IGOQ's 

more titles in stock. Orders under fQ r QQ* please add 50p per item 

P&P. Products in stock usually sent same day. 



PRODUCT 



COST 



TOTAL 



$md to. 

PROTQiN SOFTWARE, 

FNTEfi PRISE NO US£, 

BLACKH0RSE ROAD, 

LETCH WORTH, HERTS SG& 

1HD 

Tel: [EWfi2> 606977 

Fan fCW52) 673227 



PQ/Cheques payable to: PROTON SOFTWARE, 
New re/eases sent on day of release. 
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The Most AUTHENTIC MULTI^MANAGER Football Game Has Finally 
Arrived. Alter 2 Years Research & Development The Ultimate Game Is 
Ready And Waiting To Test Your Skills. FEATURES INCLUDE:- 

Multi -Manager Game for 1 lo 4 Players 

Futl UK and European Cup itinaiy induding FA, League, Zenith Daia, Leyland Daf, 
European, Cup Winner artd UEFA Cups. All Cup matches are played lo Ihe precise 
rules, eg. 2 Leg Ties, Exira Time i Away Goal Rule, Seeded Draws, Penalties, etc. 

Complete league line up with 20 1st division learns and 24 m the 2nd, 3rd and 4th. 
End of season P lay-offs wilh expulsions. 

All team surnames are the real ones for all 92 clubs (CURRENT smo SEASON), 

Historic Records are maintained for 6 seasons with ihe ability to call up all previous 
resulls against your next opponent. 

A Lively Transler Ma*ei 10 Buy and Sell Players with an end of season deadline. 
Player Loans, Free Translers with Approach & Offers on pJayers or Irainees. 

Managers can be sacked or offered jobs at betler teams, 

All screens are displayed in a pleasani format which is easy to use and comfortable 
to read, printer facilities also exist. 

Complete Instructions, for the beginner, are provided in a 16 page booklet. 

...and would you believe it doesn'l slop there! We have included many other fine 
delails which are jusi impossible to list in this space. They include all Ihe regular 
f eai ures yo u would expect like load in g & sav ing you r g ame , pi ay er i nju ries p lu s m uch , 
much more. The most genuine impJerneniation ot a Fooiball Managers heciic 
season awaits you for onty £19.95- 

Take Your Team To The Top And 
Win The Double. 



Or Are You Good Enough To Win The 

Quadruple Crown. Never Yet Achieved 

By A League Team Manager. 




Available for the Amiga & Ail Atari STs. 



PC Version Cominq Soon 



(0 



MAIL ORDERS 



Send E1 9.95, Guaranteed Cheque I Postal Order / Credit Card Details to 




32 Southchurcii Road, 
Southend-on-sea, 
Essex SS1 2ND. 



AVAILABLE 

FOR IMMEDIATE 

DISPATCH 



f\ fw-^lflSB 0rders outside 1he UK p | ease add £1 00 e)ttra 



O 

LJJ 

X 



TELEPHONE ORDERS 




(0702)600557 FA ^° 70 ^ 613747 

l u ' U£ -j UUUJJ ' Oul of hours Answ&r Phor« 




HOLMESOFT 



ALDERWOGD CENTRE, 
SEDGUEY, DUDLEY, 
W. MIDLANDS, DY3 3QY 
MAIL ORDER DIVISION OF ESTABLISHED RETAILER (TEL 0903 31 3GQWB80971) 



SAME DAY 
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ELECTRIC P.D. 

Amiga A500 Bal Pack ,» 359 95 

ASOOCIassoMheQO's , 539.95 

C64 Light Fariia&ticPac^ , , »•. 149 99 

1084 Monitor ...„„. - 235.99 

A1 01 External Drive .„.,. ■«.„ »».» - 99 99 

A59020MD Hard Drive ^ ...». _.,..._. .365 95 

MPS1230Prini&r ,.,.... 149 95 

MPS 1550 Colour Printer P ,„™....„.-...„. ,,..,-239,95 

Amiga 1/2 Meg Card ,.. ,..,79 99 

Load All Data Recorder _ 3600 

1352 Mouse Amiga/PC .*«*,., 3995 

ZipslickSuperpro ......................*.«*.*< 14.95 

Zipstick Command 17.95 

ChequeslPostal Orders to 

ELECTRIC P D 
7 Park Road, Haltwhistle, Northiimbria, NE49 9AR 

Tel (0434) 321942 
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253.& fl D&DD 
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ACCESS -0742 726485- VISA 


WITH CLOCK C77.50 


MS.S-'D&OD 


£3600 






1003^0^1)0 


£66.00 
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2503.5 , 'Da i DD 
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AMIGA CUM ANA £79 99 


600a5 tf DS7DD 


£269.00 


BEST AVAILABLE. 
LIFETIME 


STCUMANA £89.99 


BRANDED 




GUARANTEE. 


COMPUTERS 


tOSWYDS/DO 


E 12.50 


SAME DAY DISPATCH. 


ATARI520STE £279 


30 SONY DSOD 


£33.00 


NEXT DAY DELIVERY 


5TEPOWERFACK £363 






STANDARD EXCEPT 


AMIGA BATPACK E3fiS 






507100 DISKS WHICH 








TAKE 3 DAYS. 




PRICES INC VAT 4 




WRITE FOR MORE DETAILS. CHEQUES OR P.O.'S TO: 


HARDWARE DISTRIBUTION 


IlEPT (TO)-, tV DIVISION S'LRERT, SHEFFIELD, SI 4GE 


TELEFHONE ORDERS WELCOME ON 0742 726485 



HINTZ 'N' TIPZ 



BEAT THEM AT THEIR OWN GAME 

**0836 404 1 48** 

Finish those impossible games with 
Hints and Tips for the Amiga 

Calts: 25p per min off peak 
38p per min all other times 



ADVENTURE HELPLINE 

* Do you play computer adventures? 

* Have you ever been faced with a seemingly 
impossible situation? 

WE CAN HELP YOU 

Our adventure rescue team works 7 days and evenings a week 

and will be pleased to answer your queries. We offer help with any 

game on any computer, so. if you are tearing your hair out ring 

this number now:- 

0898 338 933 

Between noon and midnight. 
Calls charged at 2Sp per minute. 38p at peak rate. 
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THE NINJA WARRIORS 

(Virgin/The Sales Curve) 

The Sales Curve's Dan March ant dons pyjama 
bottoms and provides this beginners' guide. 

KNIFERS 

Don"! waste your shurikens - 
wail for them to get close and 
Ihen slash thorn 




TROOPS 

The gun-wielding troops, like 
Ihe riflemen, snipers and 
bazooka-carriers should be 
killed with sh uriken s as soon as 
Ihey appear. Otherwise, (hey 
may gel a shot of two off belore 
ihey expiry, in which case duck 
or jump to avoid their shots. 




SCORE: 




360 2UP 



THE TANK 

The metallic mother attacks 
twice on Level Two and twice 
again on Level Four. The 
screen stops scrolling when a 
Tank appears, so you can't iusi 
walk on by. As soon as l he it 
appears, Ihe Tank tels rip with a 
volley of machine gun lire. 
Somersault forward to avoid 
this. Bland against the tronl of 
the Tank, defending agajnsl 
the hail nl bullets, then spmer- 
saull onto it and slash the 
Gunner before tie disappears 
inside the haieh. Jump off the 
Tank and wait tor Ihe Gunner to 
reappear and start again. 



RABID ALSATIONS 

Triggered when you block too 
uifen When one appears, 
either somarsaull ever it or 
slash it when it gels close. 





THE COMMANDER 

Easily recognisable (hanks to 
his letching beret and a patch 
over one eye. DON'T kill him 
straighi awav wait lor him to 
use nis walkie-talkie to sum- 
mon more iroops, ripe for the 
killing. 




IRON ARM 

The meanest dude of the lot, 
swinging his deadly ball and 
chain should you dare to get loo 
near. There are two ways lo 
dispose tit hrm... Firstly, detend 
with your knives as you walk 
towards him, then duck under 
the ball and cham as soon as he 
attacks, and throw a shuriken al 
hisleos. Move back quickly and 
repeat. Alternatively, somer- 
saull towards him, and land 
directfy in front of him, foe to 
toe. Crouch down as soon as 
you land and slash as fast as 
you can Each time you slash, 
Iron Arm is stunned and unable 
10 defend. Keep slashing lo 
finish him ofi but you must 
slash QUICKLY? 





FLYING SQUIRRELS 

Appear il you somersault too 
often. Turn to lace them and 
quickly throw a shuriken as 
ihey swoop lo cause ihem lo 
crash into the ground. 



BANGLER 

Awaits on ihe Imai screen He 
sands put the Iroops against 
you first, Ihen ines lo shoot you 

before finally getting dapped 
against a wafl. He begs you not 
lokill him but pay no attention 
gel in close and slit his throat 
irom eai lo ear! 



SHADOWMAN 

Dressed in dark blue, he first 
appears on Level Thfee Des- 
pite the fact that he teleports, 
he's actually the easiest to kill 
because he moves so slowly. 
Crouch down facing him and 
throw a shuriken at his legs. 
When it hits he leieports behind 
you. Turn to lace him, bul wait 
until he has materialised pro- 
perly belore throwing your next 
shuriken. 



Hi J ^^H 

^^^*m|^^E HM bIS 



THEBSVODROID 

Appears inthelirstlhree rooms 

of the final level, accompanied 
by Ground Spider, Swordlady 
and the Shadowman Deep^e 
his size he's lethal and must be 
taken out ASAP. Somersault 
behind him lo avoid his laser, 
then gel close in behind him. 
Crouch down and slash him 
repeatedly until he explodes. 



THE GROUND SPIDER 

Walk away Irom him and he 
follows and jumps over you. 
Slash him in ihe back as he 
lands, then turn, walk away and 
repeat. 

SWORDLADY 

The blue-dad bilch awaits at 
the end ol Level One. Crouch 
down, $el in close and throw a 
shuriken at her legs. This 
causes here to leap over her 
head. Quickly turn and Ihrow a 
shuriken before she lands - it 
should be just in lame to hit her 
Provided you hit her, she leaps 
bach over you and you can 
repeal Ihe process. 







DEATH BREATH 
Only appears on the second 
level and attempts to scorch 
you with his fiery breath. Get in 
close to him and wail for him to 
start bred thing fire, then 
somersault over him. I urn and 
slash him in the back. The more 
cowardly player may wish to 
keep a. distance and pick him off 
with shurikens, but these are 
best saved for later. 



ATARI ST 

Hold down the ALTERNATE key and type in one of 

the following cheats... 

CASABLANCA 

A black and white screen display, 

GENESIS OF THE DALEKS 

Puts the screen into photo- negative mode. Black is 

while, white is black and so on. 

THE TERMINATOR 

Does the same as the Amiga equivalent - Ninja 
parts explode when you die 

SKIPPY 

Makes the enemies bourse. 

A SMALLSTEP FOR A MAN 

NBf There's no space between SMALL and STEP. 

Moon gravity mode. 



EAT TO THE BEAT 

Pressing "Q' duri rtg play togg les slow motion on and 
off 



THE UNTOUCHABLES 

(Ocean) 



M H^ 


si . 


•?"v^H— — -• ; *'ii 


J&r 0- *■ ^ -.:"■ i^- 


** 


■ 


mm WSmmSM MmM 

M*W #in.i i+. 

fKI »; , l j j-'fcir N4_''. ■- 

Oil) 


PfUKFil 



When the Amiga version tille screen appears 
while loading, type in SOUTHAMPTON 
GAZETTE - ihe screen flashes lo indicate the 
cheat mode is active You can now hit F10 to skip 

levels. 

The ST versions cheat is a little more tricky to 
implement. On the first level, nit F10 lo pause the 
game and type in BRIDGE ROLLS [including 
space) lo skip to Level Two. On the second level, 
pause again and type MAC N ALLEY (again 
including the spaces) to skip you to Level Three. 



THE NINJA CHEATERS 



AMIGA 

Press the CAPS LOCK and type in one of the 
following cheat codes {shown in block capitals). 
Don't forget to include the spaces! Press CAPS 
LOCK again to turn it oft and activate the cheat. 

THE TERMINATOR 

Causes the Ninja s body parts to explode when 

either player dies, 

MONTY PYTHON 

The enemies come on facing backwards, 



SKIPPY 

Causes the enemies to bounce around the screen, 

A SMALL STEP FOR A MAN 

Initiates moon gravity. Anyihing that jumps leaps 

right off the Lop of the screen. 

STEVE AUSTIN 

Begin play and press S 1 toggles slow motion mode. 
But if its real cheating you want, try these two 
Amiga gems.. . 

MAY THE FORCE BE WITH YOU 

Awards infinite stamina. 

CHEDDAS 

Awards infinite credits, 

WARP FACTOR ONE, MR SULU 

Level skip. Press keys 1 to 6 to go to the relevant 

level, 



OPERATION 
THUNDERBOLT 
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So typing SPECCY MODE on the high score 
table to bririrg on twice the number of enemies 
wasn't enough for you N eh? Well try these two 
choice cheats. Enter your name on the high score 
table as EDOM TAEHC {CHEAT MODE back- 
wards) to be awarded i nfln ite Mves , This is N OT to be 
confused wlih infinite energy - you can slill be 
killed . It just means you can start agai n on that level 
as often as you like. 

If you want something a little more extravagant, 
enter your name as WIG AN NINJA Mow you have 
infinite lives once more with the added bonus of 
being able to hit F7 to skip levels! 



FIGHTER BOMBER 

(Acti vision) 




On the ST or Amiga pi lot selection screen , enter 
your pilots name as BUCKAROO. The 
message at the bottom of the screen acknowledges 
that the cheat mode has been activated. You can 
now choose any mission you like, withoul having to 
complete the previous ones, and as an 
added boon your plane now or mes complete with a 
cou pie of useful extras . For a start you can fly on the 
nround (try it and se!), and you can also hit D any 
time during flight to be taken straight to your next 
target. 

The PC cheat mode is a little less extravagant, 
Type SO WHAT IF 1 DO? on the pilot screen (which 
refers back to Veklor Gratixs conversion of Star 
Wars on the PC, where you are asked DO YOU 
WANT TO MAKE SOMETHING OF IT?). This 
allows you to zoom around the map at supersonic 
speed using Ihe Z key. 



TITAN 

(Titus) 




■4 Eight handy codes to jump you through sets of 
ten levels ai a time... 

10 H67JR1 
20 1R7DCG 
30 BG6W61 
40 294JBH 
50 D80N6D 
60 9LQH VU 
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Gravity designed and 
programmed by Ross Good ley 
Visuals by Pete Lyon 

Not for distribution to the 
Republic of South Africa. 
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REVIEW 



Brian Nesbitt spends a night on 
the tiles with Domark's 
conversions of the 
block- busting Atari arcade 
game* 

] hile games like Neurits & Crosses 
land Connect 4 may hwe been 
j great fun woy back when you 
wore short trousers, it's a good bet 
I that these days you yearn for nnor e 
sophisticated fun Or do you? Kltx combines 
those two fondest childhood memories with the 
Soviet classic Tetrif and has a few original 
elements of its awn. The result is a very different 
but very tasty cocktail 

The idea of catching coloured tiles as they roll 
towards you and stacking them up to create fines 
of corresponding colours may not sound totally 
absorbing;. But then theocy has never been quite 
as much fun as practice (and you need plenty of 





it!). 



The tiles lumble dawn the table in any of the live 
lanes. It doesn't really matter which lane though, as 
a tile doesn t have to be dropped where it was caught. 
Problems arise when the going gets faster and it 
becomes a mad rush between lanes to catch tiles 
before they la II off the end ol the table Into the abyss. 
Still, if it ail proves a Utile loo much you can always 
ihrow tiles back up the table to buy a bit of breathing 
space. 



K lax tiles coma insight colours - Red, Blue. Yellow, 
Green, Cyan, Purple, Orange and While. There's 
also a Hashing Wild Card tile which Is effectively ail 
eight colours at once - abil like a Joker really. Thisllle 
comes in handy lor creating multiple Klaxes. as you 
can drop one in the intersection of two sets of tiles 
waiting to be Klaxed. 




„.,' ..' .: : 
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At the- start of the game, and then after every 12 
evete, a Warp Screen appear*, Here you have three 
options ca rry on as normal, warp forward five levels, 
or wa-rp forward 10 levels. The Warp Screens also 
feature a few handy playing tips, which are essential 
for the beginner. 

A second player can join the fun at any time. Two 
rTtaWea are shunted together, and each plays 
Independently of the other so there's no competition 
between the players. This feature was originally 
devised for the arcade version so thai the machine 
could taka twice as much cash as normal- Here 
though, it comes In handy so you don't have to light 
with your brother over who plays first. 




A basic Kla* comprises three tiles, but advanced 
njlayers will want to go for something more 
eia borate. With clever stacking of II lies, It's possible to 
create Klaxes four or even five tiles in shzef As well as 
the obvious boon of getting rid ol more 1i lea, this tactic 
is well worth employing, as hefty bonuses a re awarded 
for elaborate play. A tour 1 Klax counts as two normal 
Klaxes. whiles five ' K la* cou nts as three ! The u II I mate 
move has to be the Big X (where nine tiles make a cross 
formation across all five bins )- This racks up the bonus 
points, and on certain levels earns a Secret Warpl 







Tltoe thai roll oft the table fall into Ihe Abyss below, 
and a bl ood curd I trig scream is heard. Depend I n g on 
the- level in play, you are allowed three. Tour or flva 
drops' before the game end s. Fortunately the paddle 
holds up to five tHes at a l i me In a sta ck , with the la st ti la 
to be caught (the one on top of the stack) being the next 
to be dropped. 







A Kla* is created by making a vertical, horizontal or 
ndiagona I line ol three tiles of the same co I o u r. When 
this happens, they flash and disappear, with any tiles 
that were above them dropping down accordingly - 
there are never any gape in stacks of tiles. 




Tiles are piled and Klaxes made in the five bins at the 
from 1 of the screen . Each bin holds five tiles after 
this, the bin locks out", and no more tiles can be 
dropped Into It. to get out of this dilemma, create a 
horizontal Klax where one of the tiles is in thefull bin. 
Simple really. 



REVIEW 



Progressing through the fovels brings new, more 
surreal backdrops into play. Apart from the two 
wallpaper-style screens, there's a forest, a space 
rocket, and even a large hand which holds the table in 
mtd-airl 
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T'be gameplay In Klax Isnl juatone long linewnakmg 
escapade, It a split into 99 levels, and In each one 
you are eel an objective, which must be achieved to 
progress to the next level. At first you can simply 
create a few Klaxes of any type, but on rater levels you 
are set more specific tasks, like making 10 diagonal 
Klaxes, surviving an onslaught of 40 tiles, getting 
10,000 points, and so on. And of course, as you 
progress through the bevels, the tiles come faster and 
in greater numbers. 




Olgnor finer li bliss. And few 
concepts come any purer 
end more entertaining than 
Klax. It's the first variation 
on the Tetris theme to give 
it a run for its money. 
Strategy Is more apparent than in Tetris, with 
the potential to create multiple and big' 
KJaxes, and the enjoyment Is further 
enhanced thanks to the tasks to complete, 
Sure, this conversion isn't quite as 
aesthetically polished as the original. The 
important thins ■* that none of the 
all-Important coin-guzzling game play has 
been lost during the process of translation, 
its en-tile -y brilliant! 



PRICE 

RELEASED 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUELD 

OVERALL 



£19.99 
Early April 

84% 
80% 
95% 
92% 

93% 



■■■■■■ Apart from the 
aforementioned 
graphic imperfections, 
^ V there's little to differen- 

tiate this baby and its 
^^U arcade parent 

especially with an 
astounding array of sound effects sampled 
directly from the 'real thing'. Get ready to 
Klax at the beginning of April - hut make 
sunt you hove 19*99 In your pocket. 



J^^ The asking price Is 94, 99 

Jl^^^\ and for that you get 

M M UL CGA, EGA, VGA, Her- 

^^ if cules and Tandy sup 

^■F^" portt but unfortunately 

^W no sound card bencf i is . 

This conversion Is as dose to the coin-op as 

the ST end Amiga versions, and should be in 

the shops by early April, 
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=inc* Tir-iMB*-* coulci not accn 
::hi*y had th# f lacJnia^ellidr. id** 
planting delayed-actjon bonbt 
oast of our Eartr »*t -tl 
► i^ie Had bullet the poWs 



A V on ore then escorted back to the council where the pres ident treats you to a long s peec h , explaining the story 
behind the whole ad venture who the C ruqhons are, what their pla n for dominal ion is , end how they intend to go 
about it. Listen carefully, as this information comes In handy later on. Now lei's get back to your mission... 

V And before you know it the scenery has changed 
drastically. Make your way down the rock face to 
Lo 1 Ann she gives you a com pressed air gu n . Follow 
her off the screen to the left. 




A After a quick spell of education 44th Century style 
- you and Lo'Ann prepare lor the final part of your 
mission, . . 65 mi I lion years i nto the past ! with a f la sh of 
light, you depart. 



T Urvoh. Crughone. Lots ot em. You catch them in the act of laying the line I time bomb - but what can you do? 
Blow them away I Unfortunately, the Crughons are Quick to spot you, and promptly exercise their itching trigger 
f i nqers. This arcade sect I on i$ n ' 1 1 h at tough si mply u se your crosshair loarradicate the a I len scum, g m ng priority 
lo the ones marked DANGER. Leave them loo long and you get shot dead. Take out the lead Crughon on the floating 
platform and then mop up the rest- 8ut |ust when you thought you'd got ihem all... 





FUTURE WARS 

{PalaceJDelphine) 

Struggling timeiords need struggle no longer, For 
here is your saviour: Paul Presley lakes you 
through the final stages of this epic adventure. 




A At Ifte end of I ast monl h ' s I hril ling instalment we left 
you here, wrongly accused of bei ng a C rughon spy and 
up again &1 a military firing squad T But just when you 
think it's all over, Lo'Ann bursts in and calls everything 
to a hell She proves your Innocence and you go tree 
but that's not all... 




A Hole! Lo'Ann gels shot! Having dispatched the 
beast, EXAMINE lo Ann the first time you find 
noth i ng „ but EXAM I NE her aga in and you get a valuable 
invisibility pill EXAMINE her a third time to gel a 
Pendant which you should then USE on Lo'Ann to 
revive her. She's then beamed back to the 44th 
Century, leaving you to go on ahead alone. Walk over 
to the lar right of the screen and down towards the 
Crughon space freighter. 




A Get up close to the Crughon you just wasted and 
EXAMINE him lo gel your hands On a handy magnetic 
card. Walk up the gangplank and enter the ship. 




T Inside the cockpit, the Nrsl thing you should do is 
USE the magnetic card with the card reader in the wall 
to yo u r right. Then go Over to the glass ca se at the f ront 
and OPE RATE the case (you need to point to the black 
base section, not the glass cover) to open it. TAKE the 
garment from trie case, then go over to the video 
camera in the far corner and USE the garment on it. 
Now go and lie down on the slab where the garment 
was and OPERATE the Cise again to lower it (H's 
actually a hypersleep unit) and activate the snip. 



A OPERATE the case, get up and stand directly to the 
left of the eicit door When the C rughons ope n the door, 
USE the Invisibility Pill. Wail lor the C rughons to enter 
the cockpit and then leave. Make your way down to the 
bottom of the gangplank, and get down to the bottom 
of the screen Q U I CK L V, as t he effects of the pi II are 
short-lived- And make sure you don't bump into any 
C rughons as this also reveals your presence. At the 
bottom, wait to become visible again and OPERATE 
the large box on the left to open it. Now enter ii. 





CONTROL ROOM 







A With the magnetic card f I ying the s h i p on A utopi lot, 
you are locked on course to ine Crughon s floating 
headquarters in space. After docking with the massive 
space station, I he Crughon s corn** out to meet you. 
The ships returned prematurely, and the video 
camera's view has been obscured, so its no wonder 
the alien fiends are curious as to what's going on... 




A There's another set sequence to watch inside here, 
and once It's over, you should leave vie the door at the 
far end. Now you find yourself in a levels 'n' ladders 
maze follow the first line on the map to get to the 
control room. 




A Inside the control room, go over to the small 
monitor on the left-hand side or I he scre-n and USE the 
magnetic card on the console. Another set sequence 
follows - watch this before leaving the room. Now 
make your way beck through the maze, following the 
second line on the map, 

▼ Congratulations and celebrations! You have 
comp lei ed I he game sit back and watch the show... 




NEXT MONTH! 

• Have A Ball With E. MOTION! 

• All The Fax On KLAX! 

• Crack Down On CRACK DOWN! 

PS 

Have you any maps, tips, cheats, gameplay 
quirks or even better stilt complete solutions 
for ST, Amiga or PC games both old and 
new? Vou havef Then send them to TIPS. 
The One, Priory Court, 30-32 Farringdon 
Ume n LONDON EC1R 3AU. As of next 
month r there's a host of rewards up for 
grabs (including T-Shiils and software) for 
anyone who impresses us enough. 






SPRING SALE 
DISKS FROM 39P! 



Why LtlkI yuui uuhh 1li 1h* ctnriwys? 

F-iir EhE bciE urrviL-c al I'NHKLII: VABL.t: pncn ir*d un .. 

I >■! ■ hmilrJ liaiE utilv fou Lin lake uJvarvljpe ltT Ihn unique trffirr. Al thke*, iiuIuJl V A.T. and 

Ihrrr in* a ihht unlv '.ariiapL i/harpc "F i.l flF per uflikr upk' SHFikakv 

3.5 nS/DD HWJK HIGH GRADED BULK DISKS: 

I riTU 2.HI- 46P. LFIU H*F- 44P. UFHU UHJU- 42F. KWQ PLUS- JSP. CALL FUR FUKEHLH 

HUONG 

ID -.,.. '.. .lahn/IUKj'LlVrtri P[WP& Brandt kifccd (II 7*1 inv 

3.5 M up. Dtafrie % £6,50 (pkeK add £2 W p i ^ rt m* onfcmnp, *ikij 

MIS tivki: J. HMO. 7 3ft-M, 35.UJ.S4J, JM INI- IflD 

3.5 DS High Imirj LJ UHlk N.OCkTO, IM.flLVIOJ 

I HS.K.S rOhCPLFTF WITH LIFE TIME GUARANTEE 



V-linii ".i-.iiii.il 
lwAjii]r%EiLLeiif|wlffv 
M,ln .Mi:|..,|.. : , 
C'unidiM L 5 IMBcsLdrirvr: 

Hvkid Arlv EM MukiKMakc r 
MiLslcrlrKkiFru: 



AnHjjiXWfrL*lF.jU hMNl 

AmwiHItHlbvUrrm . -H 

Ann|a2CiMB13ard*Jftk 35S.OO 

I Mdg L'hpun^iiVi hoard wry high I Tide chip 

v,.ii.. i. -Lk 74.05 

tTjiw.ui I vn i ■ ITIjOO 

Minij.f ntFrnlixk K.iW 

A ni-jcH tUl f iHi-k tfkiTtaAtiAl Ptak: lfl*.W 

i.-.niir,H.I.-i, h In Mil- III SI l.\| k PBtH J s 

ViTlsM-klMFl 4H.m 

S4«r|4 'in Krimcr \t&.w> 

scikMitesriHii jw.fln 

( "ante nm HA¥f handy dinner 

!>■[*.■ : LK.FJQ 



Alan r*ai ST LiHiwcriHivk . 
A^uflCHOSTEHmfpKfci 



1 Ml MnUMf-hLUiaev 2.lSO 

-i mi 1 1 .,,i . * 1. 1 1 - -. i • >m< 

Lffl MMtypfjMEYftHHJYiifriWi: LA 

B7.W Irunulc.VSIMtlcKldiTw: ILtt 

67.95 CLabCreartar: SAOjOO 

270.00 Ckihue/Phi J CALL 

We 4i tb nienlb lur Ak'as. C Lab. Hybrid Arts, l>K 1 . MunuuuL Sountfhil* 
Slcinl^Tg. Phunf fur privet un Out Ijujk raiiju." "1 nui^ii 1 ha^d pn.ld.7CH. 

346 INI 

-in in 

Miulpco pock ^iih ni'.m . >v* 1 * ■ 

A 1... . Me m 1 ■!■ MM 1 1 I1.1M Jrt* 449.00 

FfWr>LX400 IT*. 00 

vidi&i '*hiMi 

SlarLCIOprmEer: ** ■ ■' 

ANuHHaYrEExpforci: 2»,fl0 

Alan Med I pro p*d: 529.00 

HUIIlMWlCL I'M 

Hbjik i-.i. l iWi.OD 

Vuiir^-MIMH 4»,00 

tKikmluSrLHU 139.00 
CanieriMi El&Mr handy wanner 

type 3 145.00 

We stock everylfaknft from li-amcs Ui Fan paper and all just a phone call away! 

ST P.D. DISKS FROM £1,60. SEND £l.*0 FOR DISK CATALOLIGE OR AN S.A.E. DISK, 

Wl are- rrc* ihe exclusive dnirihumr of MOUNTAIN BRFF.7F. Cocipuler Ionizer, which 

cuts down dkiiinwi. headaches , eyescraia and man> mher s^mptomi or V.O.D.S syndrome. 

11k unit cusls jusl £2^.W inc. and cumn hhgfity ict-u mm ended fl^orrc fcr wok dtCrib 

All abo^e pticei tnrludt VAT and PAP wilh 3 day delivery 

ini'xl duy add E6.LIV, over stas add 2U%|i and mi nunst^nse warraTilin 

Trade and ^nrrnnu nl iiK|inni^ wrU>inir 

ie nJ Jirfi? „tA t" /^^ j*u/r J'iUfjif sf produca atid prices. 

WELL MATCH ANY COMPETITORS CURRENT PRILL ON ANY EQUIVALENT ITLM! 

PhmiLi'Fjk Paul h'OW wiih your order uita your credit card dcUUi or send a chequc/PO for 

immediate dispatch to: 



liim'fi.shiyt* . w»S Myr, engfoHti. 




SPECIAL OFFERS TO THE ONE READERS 
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Bad Gc-fFflnrvp- 
EJjcTin Th* 
Mi-,- 1 11 

BlCTlfll 

CopwU 

CruMdor 

B#mw1v Hills 

C*p 

fU«cL CiMlilrfi^ 

fUmdwvdi 

CH»I 

Chew S4rikH 

B#di 

Crew 
UfDEJOP IS --|a 

Dngpm 

h c 1111 

Orivin Fn?r^H 
OunDjuon 
1 1 . 1 1 : -- 1 

[h^npirulp DM* 

[ Wolion 
hi E CombH 

Hu 

F29- ftrtnliih^ 
Fnlcon 
l-iijfi[*f 
hi. 1 .mi 

Fijrliji^^Vf 

GbIbhv Farce 
Qiirriini Wirvg 

CihuUbuHiirii II 

GhOulif 

■ il-nK^K 

Gravity 



ATAfVSrAMM 

12 90 I3.7D 

13 50 13.50 

lC.bO 10,60 
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lh?G 
1350 
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1 3-30 

H20 
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16*9 
16 M 
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1J20 



1650 
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1360 

1SJO 

ma 
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13.Z£i 
165U 
16.50 
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1S50 
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Tfw 
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l*?rt 16 20 
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*<■ 'i 
13.U 
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16 60 
16 60 
1320 



16 50 1G.50 
■6,60 16 50 



18,20 
1120 



1UQ 



16 50 10.50 
14 60 1*.50 



13 60 
16 KJ 
13 50 

7 16 

16 20 

370 

13.50 

10-2D 

16.20- 

19.60 

10,50 

13.20 

19.60 
1100 



lfl.59 
16.20 
16.60 

7.20 
16,20 

13,20 
13.50 
1620 
1620 
1*50 

lew 

lfija 

1S50 
199^ 



IhundtrtHinh 
Tui'tHi Ouirun 
'iVir in Ui*1Ih 
[drih 
WbImIgd 
Weird UfBami 
W^JIpick 

LbIwI NMlflfl 

^Bnanll 

Mbflatalasl 



ATAXST AMIGA 

1€.T0 1670 

IE 3D 16 20 

1S60 ^650 

16.50 16 66 

IB,2D 16 ?J 

1*50 Jl TO 

1150 1660 

1660 16.59 



13 20 13.70 

1120 1620 

1120 1320 

1350 1164 

ij*50 19.50 

19 54 1164 
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SPECIAL DFFEfl - UPTO 63% 
GFF ftftP 

K*yh LJ.hJ.Iy Unbf i.d*d Bu t «l 

Il 10* 

Otf 10 fry 20 Qty 60 Qty 100 
7 50 I4 50M.3ftEP.55 



AH itwpfl includfl <irrt elm 

ponna* arid VAI l>rtrw-« 

anJari add 1 50 p*r itam. 

QjlFidq f "jiup* w*1 5 00 p*r 

Hvrn 

To Order und thn Idpt witti 

Lh*t|ui»TirfiL*i [Jrd*r payable id 



1« 70 1670 



MEGA MIX ORDER FORM 
Please send me the foltowin Mmm: CUSTOMERN0(irkl10wn j . 

NAME 



MODEL 


(TEM 


AMOUNT 




































TQT& 



ADDRESS. 



Method of payment: □ Cheque □ P.O. 
{please tick! 
MEGA MIX SOFTWARE I0EPT ONEth. « ASHDEN WALK, TONBRIDCE, KENT TNIQJRL 
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WORLDWIDE SOFTWARE 
106ACHlLWELLftOAD 
6EEST0N 
NOTTINGHAM NG9 1ES 

AMlGiA ST SOFTWAH^ AMIGA ST 

raODLtAOlifSUWnFHMA 14 H 

XlHtLIEQPTT-R M95 M« 

*TKAnlDINCH5 14 95 ll« 

H!»l6HAmm ATTACK Q SE 2J« 

*f-B 1TB 2?« 

AARAHAH5BATTLETWIIC IT* 

fiF'tHtRIHhlFR ZZ« 

n|PiflftffflAfl|«R ^jft 17 H 

AMbHILAAClVthARVflL^ "J* 1TH 

^.MtHILAMDWlWHVOLS ?* 

AMLHILANICFhOCKFV I? 94 TTft 

AnWJ^UhHDME | 795 . 

ANLIbfirEATTIfS 1 7 EK 

AHKANOin 1495 

AHMAOA 77 95 »* 
AHSHEM ____„ II JJB 

ACrEHIM IT95 

A.JHII-RIIT7 . f .._..17.|B 

UAAL ... rig 

BALAMOEOfPOWOIIM 1TH l7n 

HALL, ma I?* 

Dahuahiam; uS 

BAflUAHLiN-AMllBiAO 2Z35 

BA6DSTALE1 s» gsQ 

iA6D3T,Aiiz nm 

(ATTlKHlSa N« ir» 

BATTIFHAWSmr 17 K Ui* 

BArTIFSflFNAfOLEGN DJ| 

EWniETELTh 2295 

&L«PL>hllJ5CnP 17 95 IJ« 

Bf Y6H3 IHE E3IACIC HOLl . ZZ 95 Sft 

kAeMUULrJHDH |T 95 IJ« 

etADIWAflFUOH _._, 1TB 

6LD0DMDTCY ira 1795 

6L4EAN6CLIACL-OLADfil ll» IF 95 

BUIEANQELlMAGltHVTESI 115& 1795 

HORAOINIJ U% Z2 95 

BDUL0F6DA£in in 

BD«L0EfiD.W«! Itl 
flDUlQEBDUH LUN^rpjJCTIBN RT 

BRfACri |j |s 

BHIAfiaOuGHFOOrBALL 17.^ 

BHinOtFlAYLHMeO HM 

BHIOflfPlAiflPlirw ?JM ZM6 

BffllCFLFILi^fS ITH 

U.IIMIKAN |TH }r 

LALIFDHHlA DAMES 14 K lift 

WFQJH1MMMJ 4» 

LAPfllfRCOMMAflO »B 76 95 

LF«rRFF0l9SQUAflEi HK 

LHAMPIOJfSHIPCOU UK 

EtiEESMAfTiftlUa UK 

I'lFKSMAS^Piiua uk lra 

. TiAUfHTI il-l ll|A ^LHVDL? 22 H tU6 

CLUE-iyiMASrEJIDEliCTM UK 

CDlDSSHHIHEi M9S 

LLi^lLCriNILIHnff I7 9S 

LAJlT-LADE 17 95 UK 

CMZrtARS? 17 95 UK 
CHUHDClNtUHul'l - U* 

ClASECtflMEA/UHEUOSnS ?ft 7295 

L^FHEiAll It ft 17 95 

LFAYSOFTriEPH^HOAH IT ft 

UEILXFPAWT1 M HER 

DELLJJCESCFLAB6LE —AM - 



Europe father than UKp 

Shipping casts ore 

CI 50 pEf di6h 1o r normal air mflil 

C?.5Q per dish lgr tipress air rnsil 
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WORLDWIDE SOFTWARE 

106ACHILWELL ROAD 

REESTON 

NOTTINGHAM NG9 1ES 




AMIGA ST SOFI WAJHt 
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EXSERlFiAl^ 
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FliOJMEWI PILOT ICEtA} 
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AHIOABT SOFTWARE 
EKHJD6USH 
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f^llinflF THIERS UB 

niw ______mh 

hARDORIl/IN ■ I ft 
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ttltlSfAH 
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HOLEINMS 
HOflSE RACING 

HOSTAGES 

H On* 5- BO 0P.OF GAMES 
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«PDia6LE«ISSIlXl 
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JAjHWKLAJUS CDUflSE VOL 1 
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FIHt*WaftDE 23 B 72 95 JAOtnauUJUIKniJ|F l/^fi Ijfl POPULOUS UK 1TSS 
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MOPTi.ANDSOjTi! 
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OOZI 

6UHMN 

PANZEHIATTlES 

PAffRMY 

PCOHMIfNGE 

PC OAtUCS VOL t _..„._ 
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PtBOlDhMTt ..... 
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PflUCf[WE5T 

PflUMQUESTl 

-OOlOFRAOlANI.F 



l?ft 
IT ft 
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Sft 
"ft 
"ft 
\JM\ 

17.fi 

1TK 

li.K 

ii.K 

MR 

. . .7±K 

.. .UK 

UK 

27 K 

n k 



I7.K 

l?M 
\}» 
im 

ir« 
i.-ft 



it 16 



s 



® 



Crvdit Card 

OWli Line. 
0A02 22&JSa 

*****ftftfti*A-**i 

FIRST DV£P^RWAN» 27 B 

FLKHrSIMUIATDfl3 » B 

I L I SIM HAWAII EJH WRY [US* 1 1 H 

FLiSIM.APANSGfNEHYOIBK i| H 

FLISIMSi:FNFRTniSI£l 1PB 

FLfSIHSCE4#RYEHS*;il |AJ| 

ILISIMSLEWRYDISK7 Ipff 

ILISIMSLFM-HYDI5K.3 '^ 

FLISIMSLEWHYDISK4 . fefK 
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f-LTStiSLEpifcHYaisKa n-jt 

fLTSlMS'AHSLFhEPYRlSH; UK 
^LTEiMWLSI EUHDPFSCFMFfffOISK 

: lii: r ti-iL,JIHLL:iH: 14 K 

FOOTlAilMANAGEA 191 

F04TUUhUNAGFJl7 1195 
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GAUNTLET nM 
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OHOSFAUSTIRE? ,v ft 

MAMCRliiACE Bff 

66LD0FAMfRlCAS IT ft 



FAST DELIVER YON ALL STOCK ITEM $ BY 1STCL ASS MAIL IN UK 

SPECIAL OVERSEAS SERVICE BY AIR MAIL WORLDWIDF 
CREDIT CARD ORDERS ACCEPTED BY PH-OflE OR MAIL 
C R EDIT CARD OBDEfl TE LEPHON E L INE S 

OVERSEAS TELEPHONE ONLY MUTH "'^g 

NOTTIHG HAM i2S3M mm ZSZ}n (24 H0 URSi 
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fcEEFTHETtMi 
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KmiGiirium-i itb 
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L'VfMK 14 B 

LUTHfPJfeODOi£SOfftHUHU5 JJB 

LEUCYOFMCIENTS SB 

UlSUKSUITyUtfft 1TB 

lilSUKSLJITLARftn . 27 B 
IH3WKSUIT LARRY LOLfcLE FOP LDW 

IIFIANDOEATN 

lOWRARPRACSALLP 17/B 

MllANKPIA10D#j| + EGAl flft 

MANHUNTFRNFW'YnRK DM 

MftNHUNIFF.5AN*RANCiSCO 2fK 

wmiuHMsz in 

AAAVISKAGON^TYllPiG 7J95 

MfCAPACA 17 95 

WNACE 17 95 



HK 
ZfK 



UK 

HJ1 
21 K 

Uft 
/.■■■-. 



17ft 



ITB 
KB 



2716 



rtn .niAw^ihi ih 

PRINHF 
PRDTF*t.5iTi>JR 

PEiw*mE6& 
DJJiSTFCiR'HETIMFFJiPO 
UUFSTRON? 
RFAnHFOfl THENARS 
FJFQlir^TMlNC 
RFDE10HM HIDING. 

RiricnAi*f:FHOi.i!. 

FflEK 

FBBOCOP 

FKirKFTFiANnFH 

FK1MMFI 

MLAPtnHDST 

ifcUHEIAPYBIHD 

;ENHSlH 

SENHWLWnRin^ 

SHUGUN 



IK 
1TR 
17ft 
1TK 
Sift 
UK 
UK 
Z7K 
26K 
UK 
UK 
NK 
UK 
Ufl 
14ft 
flft 
17ft 
17ft 
Eft 



•ill 
1795 

Z7.A 
17 95 
1TB 

urn 



AMIOA.ST SOFTWARE 

SPAMDJUESia ....Z7JH 

SFAjCf flERSUi _ . . 72.W 

KPEIOBAJIL 72 95. 

JPnTBEACE _ H9i 

6TAH01HUAN6 . 7J55 

STAflfiOOSEttGAF 17 91 

STAflTRHf . 72 B 

STAflWMS MB 

STA*BRfARlR II B 

STMfllftHT ..„.._.__ _. 17 B 

fTAflftJGHTS I7B 

STAMLMH7... 7EB 

STEBlTWUNDUI . .., ITB 

STEOAACHSADE 7EB 

STRIP POMERDfLJUXL 14 B 

STLNTCARflACEPI IT ft 

SUBiAfTLiElMUL^ILW 14 B 

SWOIffiOfAM&ON 7?» 

SWQRDOFTHESAMLIHA 7/7 b 

TARGHAAP 27 B 

TfjRivE 7 California lhallingf 

DK 

IDRIWF^ULISCKCAJRS !D» 

1DflHff75UPE«CAilS :k 

IMmiJTWOUH IJK 

■EIHIE MK 

■MECTLLfcE UK 

IHEkASfAL JPK 

TOMIH I7K 

Tn^ALPLFi^UIIULhHJEEUiriDft 17 95 

TVSPtMltF60T6AlL 72 95 

TWISTN SHOUT............. 31 B 

yro HB 

UlTlMMRiLOLTY 72B 

UITIMA.I |7B 

Hi MA- lfM 

UITIMA.4 1TM 

UlllMflE lfft 

USVFP^AIMIIirAR>^lM 17 ft 

YETrF Eft 

WHUEilLFH Hfc 

w.ii:an uk. 

WALLSTHFfT ]TH 

WAHINAAODlEfAfllH lTft 

WAHI=AMFC A 1NSTR:iCTin*|ilT UK 

WAE1FLAMH U.« 

WA1ERLOO UK 

WAYP* RRFTEKYlCF hflHICF^ UK 

W1NDWAJKFR 2fK 

WOHIi: CLASS It AnFRHOAJtD |K 

WOHLUrLHJHIiOIF fH 

J0£P*ON7 IPK 

Mkaackracmin IPK 

2t*KjTEflO /? ■ 



AMIGA ai 



J?B 
17ft 



27K 



I2K 
I7K 

aft 
if « 

Uft 
Eft 
Kft 

111 -pi 

IDS 
IDB 
ITB 

UB 
Ji'B 
UH 



Jtft 
UK 



72B 
72B 
MB 
I7B 

ira 
a.m 

115ft 



ilLiNISEPWIOF 17 ft 



;IL'-ILKI 

SIHCITY ... 

.kiim:,. 

50AORK3HT 

BOPKOFUeEftTlr 

SEflTFFtf P I riRn 

EPA4JFMAX 

EF'ACFDOEEl? 



77 B 
Z2B 
MB 
MB 
Eft 
1TK 



UK 
ZfK 

7?* 



Pleas*? make cheques or postal orders payable to 
WORLDWIDE SOFTWARE. 
All prices include postage & packing in UK, Credit card orders accepted by phone or mail 
FAX NO: 0HE43M77 Nottingham: (0602) 2521 13 (24 hours) 

ADVERTISED PRICES ARE FOR MAIL AMD TELEPHONE OHDt HK 
ALL PRICES CORRECT AT TIME Of GOING TO PRESS. EfiOE 



Oylsitf* Europe 
Shipping roils, are 

£2.00 per disk for normal air mail 
C3.M per disk for express air mail 
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KICK OFF* CHALL 1 E 9 N 9? E CUP 

WILL YOU BE THE U.K.'s No. 1? 



THOUSANDS OF £££££££'s 



HUNDREDS OF PRIZES 



INCLUDING: £2,500 in cash Cup Final Tickets Weekends in 

London Commodore Monitors Cumana Disk Drives RAM 

Expansions Boxes ot Disks Games. 

+ MANY OTHER PRIZES 



H 8 The Kick Off Challenge Cup is run by the Computer Football Association, with the 
full support of Anco Software Ltd. The competition is open to all association members. 
•Kick Off is a copyright product of Anco Software Ltd. 



Please register <tw as a member oi the COMPUTER FOOTBALL 

ASSOCIATION, 

Send me my fflembersMp card and competitors pack la: 

NAME: "' 



I wouW Jifce 10 play my E5 game in: (Please tick appropriate bo*) 



ADDRESS' 



I e nclose my membership lee of £5 GO 

(Cheques payable 10 The 'Computer Football Assoeialion) 



BIRMINGHAM 
BRIGHTON 
CAMBRIDGE 
CARDIFF 

CARLrSLE 

EDINBURGH 

GLASGOW 
LEEDS 



LONDON 

MANCHESTER 

NORWICH 

NOTTINGHAM 

OXFORD 

PLYMOUTH 

SOUTHAMPTON 

TAUNTON 



SEND YOUR COMPLETED APPLICATION FORM TO: 

C.F.A. 475 STAINES ROAD, BEDFONT, FELTHAM, MIDDLESEX, TW1 4 8BL 



17 Bit Software 

That Bit Better Than The Rest[ 



17 BIT SOFTWARE'S LATEST ISSUE OF THEIR EVER POPULAR DISK UPDATE IS 
AVAILABLE NOW TO AMIGA OWNERS EVERYWHERE FOR JUST 

•£1.00* 

• 3 PIECES OF AMAZING MUSIC * 

* STUNNING ARTWORK * 

* THE LATEST IN VIRUS KILLERS * 

* SKY FLIGHT - 2 PLAYER SHOOT- EM-UP * 

• SOFTWARE NEWS AND REVIEWS * 

you wii l ALSO P kr^^ MHMBERS '> 

YOU WILL A 1 ^^^^^^™^^ on COMMFjROAL SOFTWARE. 

SEND ONE POUND TODAY - YOU WON'T REGRET ITU 
PLEASE SEND YOUR CHEQUE/PO/ ACCESS/ VIS A DETAILS TO 



17 BIT SOFTWARE, (DEPT ONE) 

UPDATE 11 SPECIAL OFFER 
PO BOX 97, WAKEFIELD, WEST YORKS, WEI 1XX TEL 0924 366982 



^M 



^^ 



REVIEW 






If you can't stand the heat - 
set out of the cold, Gary 
Whitta has a (snow) ball with 
Electronic Arts, 



he cold weather has taken its toll 
on the annual Skate Or Die 
tournament - not even Ehe 
champion Lester can skateboard 
with three inches on snow on the 
streets. For this reason che games have been 
ever-so-slightly altered this year. YouVe not 
skating for survival any more, 
Now you're skiing for survival. 
Five suitably wintry events await you and the 
rest of the contestants, and once again its the man 
Lester that everyone's out to beat - so much so 
that the champ is playing a less active role this 
time, preferring to stand on the sidelines as a 
judge for some events, But don't think the snow's 
going to ^ofl^n your fall - it's a frozen hell out 
there... 




Once again H 's the infamous Rodney who owns the 
local equipment shop and ha s organised the w hole 
tournament, He's also Lester's dad, but as an ex-pro, 
Rodney wou Idnt da re show any bias. Our Rodders has 
put on a fair bit of weight since we last saw him - "Hey! 
The altitude increased my appetite!" he says. Wide 
waist aside. Rodney offers a host of services - you can 
browse around his shop, sign in for the competition 
and view ttie high-scores before choosing to practice 
or compete. 

The most diverse ol ell the events is the Snowball 
BJast. From your fortress of ice in the centre of a 
£now-covered field. It's your job to defend yourself 
from an onslaught of snowball-lobbing kids- with just 
a couple of hundred snowballs (aimed using a 
crosshair) to start otf with, its vital that you place your 
shots carefully. To make your job harder, the kids 
Commando-roll their way through the snow to avoid 
your shots! As you get pelted with snow, you slowly 
become a human snowman fortunately by k nocking 
out bonus objects Hs possible to top up your snowball 
supply, recoup lost energy [which Is Shown as you 
shoveling snow off yourself) and even power-up to 
rapid-lire snowballs! 
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REVIEW 




Otherwise known as Hot Dogging, the Aero Aerials 
IS the shortest event of air, but by no means the 
easiest. After ski-jumping high into the air via a steep 
ramp, the idea is to perform as many lancy 
manoeuvres as poss i bfce wh i le airbo me before land i ng 
safely on the other side. Trie panel ol five judges 
{Including Lester) awards marks for height and 
performing the most elaborate move*, 

The Snowboard Halfpipe Is a little similar to 
Bobsleding, but a whole lot more dangerous. A 
Snowboard is basically & skateboard with the wheels 
replaced by a wased surface, allowing It to slide along 
snow at high speed it's a cross between 

skateboarding and surfing. There are no turns in the 
trench-like course, Just plenty of logs, bumps and 
chainssw bunnies (!)to negotiate. Points are scored by 
boarding up to the side of the trench and performing 
skateboafd -style tricks like handstands and aerials. 
Lester looks on from above, passing less-than- 
constructive criticism (like lfc Go work the lifts*'}. 




# 




Qtrap on your speed ski s for the Oown h ill Blitz, a race 
Mbgainsf the clock on a treacherous mountain slope 
Speed is the key as you navigate the perilous ly-narro w 
tracks between fir trees and rocks. But for a decent 
score it's necessary to pull some acrobatic 
manoeuvres along the way. Gut then , when you end up 
tacing a gaping ravine you haven't got much choice.., 




Bearing a striking resemblance to Atari's Toobin, the 
Innertube Thrash is a two-player race (with Lester 
your opponent in a one-player game). Sat in an 
inflatable rubber ring, the objective is simply to slide 
down an icy track. Useful and not-so-useful objects 
litter the course, Just itching lo be collected^ but at the 
end of the day you simply speed down the screen and 
avoid puncturing your ring. 



^^k what's most immediately 

j^^^^ noticeable about Ski Or Die 
m M LX is the similarity In style to 
^J ^V its urban predecessor. All 

^JHp^ th * D| d characteristics arc 
^^ here - neat graphics, tight 

pi ay ability , and hot rock in sound, which is 
the most impressive aspect, With the PCs 
Internal squeaker you can expect the usual 
mouse trapped inside the computer 1 stuff. 
But with a Roland sound board attached you 
get some of the funkiest rock music yet heard 
on the MS-DOS machines. Rob Hubbard's 
saxophone and electric guitar combo is a 
sight fot sore cars) Like Its predecessor, Ski 
Or Die is a well-balanced mixed bag. There's 
plenty of variety here, more so than in Skate 
Or Die, thanks to the more diverse pursuits 
such as the Snowball Blast and Act o Aerials. 
On the minus side, not all the events are as 
strong as in Skate (the Innertube Thrash in 
particular borders on tedious). Also, there 
are only five events En total, which is likely to 
detract from the lasting appeal - otherwise, 
Ski Or Pie would have been a (snow) blinder. 
As It stands, it's an entertaining bundle of 
fun. Now how about Surf Or Die? 



PRICE 

RELEASED 

GRAPHICS 

SOUND 

PAYABILITY 

VALUE 



£24,99 
Out Now 
82% 
90% 
63% 
80% 



OVERALL 80% 



ONo specific details at pre- 
sent . And let's face it , Skate 
Or Die isn't even out yet! 
According to EA, we can 
expect to see something 
"later in the year" but 
that's yer lot tar now. 




Its the same old story 
nothing planned until after 
the summer. We probably 
won't see anything until the 
real snow starts to fall,*, 












Somewhere deep in the h 

louder, the insistent beating awakens our hero, Kid^ from a deep sleep. Last thing he can remember he was pulling 
on an eld pair ot boxing gloves he d found in his uncle s study... now; here he is, surrounded by trees and 
shrieking parrots. There's something weird going on round here. 

Contused and uncertain, Kid s troubles are jgst beginning - he s yet to visit strange scenes in the Ice Age H the 
pyramids ot Egypi, the psychedelic West Coast of the 60 s and more • but he's still wearing the gloves and with 
your help he may yet find his way back home 1 
*• Five levels of play 
• Collectibles on every screen, including food, cash, keys. e*trs lives and smart bombs 

4 different weapons to buy as you can afford them, including mega laser and the death star 
*• Six unique magic spells - use with care! 
' * Sampled sounds, great graphics and frantic gameplay 



FREE POSTER INCLUDED 

AVAILABLE FOR ATARI ST AND COMMODORE AMIGA. PRICE £24*99 



LOGOriON ENHIUINMENT CHANCERY HOUSE 
?07 II MUI& ID, ISLINGTON LONDON. Nl INI 



z$4&*d 
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THE LOGOTRDN NAM* AND MARK ARE USED UNDEfl nCbN&F FFIOW LOQOTHOH LTD 
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COMMODORE 64 



AMIGA £24.95 
ATARI ST £19.95 
COMMODORE 64 
CASSETTE £9.95 
DISK £14.95 



ELECTflOCOlN SOFTWARE 
ADVANCE HOUSE 
186 BRENT CRESCENT 
LONDON NW 10 7X0 
TEL (01) 961 0705 

(i SNK CQRPORATIOH'ELECTROCCMN 1990 




Electrocoin brings the 
environment and excitement 
of the arcade to the home 
micro with this SNK conver- 
sion. Battle your way 
through six levels of thrilling 
action rescuing comrades 
and defeat the evil 'Gylend'. 
The game features a comp- 
lete arcade environment, 
comprehensive animated 
effects and special collec- 
table bonus weapons. 
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WIN! A HOT PRIZE! 



a 



So il's not your run-of-the-mill prize. But whal 
the heck What's wrong with doing 
something different for a change, eh? And 
anyway, it ties in wilh E.Motlon rather nioely, thank 
you. As you may remember from the rave review in 
the last issue, molecules are the order of the day in 
the atomic world of E . Motion . You have to persuad e 
ihem to collide before Ihey vibrate too much and 
explode. 

And as fate wouW have it, the theory behind a 
microwave oven is nearasdammit the same Hie 
microwaves cause the molecules in the food to 
vibrate real fast and subsequently produce heat 
Minnies later you have a complete 10-coursemeal 
for all the family arxJ friends. Yum. Mind you, that 
doesn't give you much time to vibrate your own 
molecules in E. Motion... Such is the way of things. 
So, now you can see the link: vibrating 
molecules. All you have to do to stand a chance of 
winning this surprisingly useful and well -pucker 
prize is to answer the three questions below, stick 
the coupon on the back of a postcard or sealed 
envelope and send it to MICROWAVE MADNESS, 
The One, Priory Court, 30-32 Farringdon Lane, 
LONDON EC1 R 3AU - to arrive before the 28lh 
April, 1990. Don't forget to give your name and 
address - oh, and state your format: ST, Amiga or 
PC. The first completely correct entry out of the bag 
after the closing date wins the microwave and a 
copy of E. Motion. The next 10 drawn each win the 
sender a copy of E. Motion. 



THANKS TO US GOLD 

IN THE SA Y HELLO (MICRO)WA VE 
GOODBYE COMPETITION 



1) A major vibration recently caused NAME,.,.,, 
considerable destruction In San Fran- ADDRESS 
Cisco. Whose fault was it? 
A The Russians 
B San Andreas 
C Brian Nesbitt 



I pqi + lt*l + ih + ll + i Ititiltititr.H 



■ ■ ■ ■ ■ - ■ ■ ....... 



2) Which famous group sang Emotion? 

A The Bay City Rollers 
B The Bee Gees 
C The Osmonds 

3) Which one of the following materials 
sh ou I d you never ever under no conditions 
whatsoever put in the microwave? 

A Wood 
B Metal 
C Plastic 



I OWN (TICK ONE) 

ST 

AMIGA 

PC 

THE (ATOMIC) SHALL PRINT 



n 

D 

□ 



The editor's decision is firul. No correspondence may be 
into. Employ*** ol US Gold *nd EHAPend Ihelr retttlvH cen'i 
enter. 
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MUiflNT SUIFx WRR.E 



ANIMAL'S TOP TWENTY 

- in no particular order Hi 

AMIGA ATARI 



1. F29 RETAUATOR 


17,50 


14.50 


2. CHASE HQ 


17.50 


14.50 


3. THE UNTOUCHABLES 


17.50 


14.99 


4. NORTH & SOUTH 


17.50 


17.50 


5. PLAYER MANAGER 


14.99 


14.99 


6, IT CAME FROM THE DESERT 


19,99 


N/A 


7. DOUBLE DRAGON 2 


14.50 


4,50 


8. FUTURE WARS 


12.50 


17.50 


9. FIGHTER BOMBER 


21.99 


21.99 


10. PRO TENNIS TENNIS 


17,50 


17.50 


11. KICK OFF EXTRA TIME 


7.99 


7.99 


12. TURBO OUTRUN 


14.99 


14.99 


13. SIM CITY 


19.99 


19.99 


14. MIDWINTER 


17.50 


17.50 


15. DRIVIN FORCE 


14.50 


14.50 


16. GHOSTBUSTERS 2 


17.50 


14.50 


17. CHAMBERS OF SHAOLIN 


14.99 


14,99 


18. KICK OFF 


12.99 


12.99 


19. OPERATION THUNDERBOLT 


17.50 


14.99 


20. CYBERBALL 


14.50 


14.50 



10 TDK DS/DD DISKS 12.99 12-99 



SPECIAL OFFER; 
KICK OFF WITH KICK OFF EXTRA TIME 19.50 19.50 



T« Order: send cheque ttr Postal Orders to: 

MUTANT SOFTWARE, 475 STAINES ROAD BEDFQNT, 

Midd'x. OR ring 07S48I 3524 and 01 8W J 296 

FOR DETAILS OF ALL SOFTWARE, PERIPHERALS 

AND HARDWARE 

(irrlers despiiUhul within 24 hours 



H.R.M. COMPUTER SERVICES 

PHONE 0784-435193 

35 VEGAL CRESCENT, ENGLEFIELD GREEN, EGHAM, SURREY TW20 OPZ. 
FOR FAST AND FRIENDLY SERVICE. FOR ALL YOUR HARD 
AND SOFTWARE NEEDS. FREE POSTAGE AND PACKAGING 



TITLE 

Qp&airftt rnundertrafl 
Chaos Slriws Back 
FmiP* W;iis 
Chue NO 
Hand Dnvin 

I Came Frwn The Dewfl 
Pra Twins T&ur 
GhGSBMtas II 

Kick Off Eiftffl time 
TV Spats Fa*!* 
UW.Hhuhj 

The UntouchaWM 

F?9 RfiUJidtai- 

MriwiPier 

Fwan Formula Of» 

tiaiiwt &jnirnflf EdUon 

Bajfrun rhv- Miw* 

AuMtflrtZ 

Mdy Jones Last &■*■* 

M toP QpfOW SoODBf 

FaJcw Fl6 
Fakofi kAs»n Us* 

I'ltfUkluE. 

Doiicle 1 Oraqon II 

CanllKl m Eurtpfr 

Lnmbard RAC RaJrv 

Ghouls And GNfcts 

PywpLlifl 

(kins top 

Cainvr Command 

Ahftrttl Bflflfil 

Balance of Powp 19» 

PMh 

HcibQtoq 

RVFH^Vl* 

Stove Davis Snooker 

Fwsjflfle 1 " 1 WnikJK 

GhiwnasKr 21 bO 

RajrtKW Wimift 

Htci, Dangerous 

SO Pod ChflHsng* 



ATARI 

S?16M 

EM H 

f1fi.» 
HUB 



ET10J0 

E1999 

Eft 50 
&4Jfi 
C2DJN 

H6SB 

'. 20. ae 

E1&H 

fH.99 

r.- -I- 

flfi-99 
CH>y9 

QDJI 

L'ibay 

£?0W 
£16 99 
£20.0 
■ As H 
£20*9 

Lt,'! HP 
E2P99 
C1E99 
E2099 
C16» 
Lib DO 

£20.99 

ot.w 

£ 1 6.99 



AMIGA TITLE 

E20.&9 War in iiw Middle Earth 
Poasung Shol 

r?4.99 Beach YQity 

£50.9* Bkwd Mflrtfiy 

Cifttt Birdie 

CZ4.99 Crazy Cars II 

04 9B SainF a*rt Creavs« 

Fift99 Stomoar 

E19 99 La&P SuuiKJ 

C1899 Games Summer Edition 

IB 50 Opflf anon Wolf 

H4« Barltochess 

E2D.-9B Player Mamm*" 

£19*5 Cabal 

RHONE Space Ac* 

PHONE Dragons Lair 

£20 99 Jac* IVcklaus Golf 

CSfl !*J Rtwnrly Hills Cop 

r?0 9ft Nmia Warrior 

£20,90 Leis**esuit Lany 2 

£ 16.9ft I>ateh*i*i 

£2099 Hockel Hanger 

FIB 99 Mavy Moves 4 

E2DU9 CorrupliAn 

C1699 BHlBrtacfi 

C20.9S Turbo Outn* 

E20.&9 Gml*on 

£20.99 Paperboy 

EM.M Moon^aFkrtr 

£20 9* Lost Par/ol 

K0.99 Fl&Slearrh F^ghtof 

flfi.99 Oil Imfwriyni 

C2U 99 Joan oH Arc 

Football Morten 2 

IMG 99 Typhoon Thompson 

E2Q 99 Oraoons Breath 

Clfitt Ftghiir-Kj S^JCCOf 

f l f. !» World Class LeadVtxnnl 

E24,!B SlIlMrCaf} 

£20 99 Horse Racimg 

£20.fi9 BonilMf 

£1699 Wild Srreels 

Armada 



ATARI 


AMIGA 


f 1ft 99 


Ct0 99 


£16 9b 


£16 95 


£16 95 


£20 M 


E20 99 


L20 90 


L ■ B W 


£19 99 


£20.99 


F?ngg 


E1«.M 


L'bU'J 


£19 JQ 


£19 99 


VlU+i 


T1B.99 


£19.99 


£19.99 


£1699 


£1B99 


^?0 99 


£20 99 


£1699 


£1B99 


1M7 95 


F2QM 


tifl99 


£3^99 


E34 95 


£M 99 


F19.9S 


CI9 99 


£19 99 


£19.99 


£ie.99 


r-r.qq 


£19 99 


L ■ B M 


£24.99 


£24 99 


£1999 


£19 99 


£2495 


£24.95 


E17G5 


£1999 


£1995 


E 19.95 


f19 9b 


£1995 


Liei'd'd 


£19 99 


€19 99 


£19 99 


£16.99 


£16 99 


£20 99 


£23.99 


! IBM 


£30.99 


£tfl.9& 


£1999 


E2Q.H 


£20.99 


C1B.99 


SO H 


Elft.99 


£1B99 


£17 95 


£17.95 


v...i n 


£24 99 


£1&99 


El 6.99 


£9 99 


£9 99 


, I8.« 


flfi 99 


- 


£1999 


£24 95 


CM .9b 


i IQ.M 


0999 


£24 H'l 


F24 99 



CHEQUES, ACCESS OR 

P/O PAYABLE TO :- 

H.R.M. SERVICES 

PHONE No 0784-435193 



PLEASE PHONE FOR ANY 

UNLISTED GAMES OR 

HARDWARE. 

PRICES BY RETURN 
PHOMPT PHONE CALL. 






9. 
~W IFAIV 

w Advert is in 



PRINT, IS IT PROPER? 

Must advertisements are perfectly proper 

A tew are not 

The Advertising Standards Authority nol only 
monitors over B50 advcrtlBemenls every month. It ensures 
compliance with the rules In the strict Code of Advertising 

hfMtloe< 

So when yon question an advertiser, Ihey have to 

answer U> us. 

lb find out more about the role of the 
ASA, please wilt; lo the addrt-ss below. 

Advertising Standards Authority. 
DepartrnenL X. Brook Mouse . Ttirrlnf-Um 
Place. London WC;JK7HN. 



This wrmr* m d»ialrd IN Uf iBlrrrnlHor hlftl Hlaiilirdi !■ riw rthttH'im. 




a j^KBs 



COMPUTERS 
O1-803 0893 



MAIL ORDERS TO: II BIT D£PT, 55 HARROW DRIVE, LONDON, N9 9EQ 



HARDWARE :- 

ASOO ^ Modulator + WB 1.3 ■ Batman the Movie i 100 Software .. £364.95 

A5O0 i Asabow + 250SoftwafePack + PhotonPamtii C384..95 

500STE + lODD/DSDishs 4 Mousa Mat + Hyperpack , £279.»5 

500 STE 'Power Pack' inc. 550 Software - Hyperpack...,...,..,,., « ,» C349.M 



AmigaSMeqRAMExpwithClQck ■ 1 MegCtemo ■■■-■J™g 

Maniiors . Pnnle rs and al I other Accessories ■ CPHONE 

10 DS/DD Disks, Storage Box, Pisk 
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From the warmth of his 
sheepskin coat, Gary Whitta 
takes the helm of 'the greatest 
team in the world' in Krisalis' 
first sports simulation. And 
he's managing very nicely , 
thank you, 

way the reds! With Manchester 
FA^B I United currently languishing in the 
Ai I bottom half of the First Division 
(there's ^en a slight chance of 
relegation), you might think that 
the boys in red and white's only hope would be 
the fact that their performance in the FA Cup has 
so far been very respectable. Fortunately Alex 
Ferguson does have one slight g I i mmer of hope i n 
the form of Krisalis ' official ly- licensed team tie- i n . 
Could this game be the trump card to inspire the 
Red Devils to battle back to where they belong 
and restore ihcirformcr glory? Well, probably not. 
But at the every least you get to have a laugh in 
Fergie's shoes and attempt to take United to the 
top. 
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The season starts here Manchester United' s 
management sect ion Is totally Icon-controlled, and 
this main screen displays all the available options. 
View and shuttle your squad, check players injured or 
under suspension, devisee training programme, view 
the league table and you r 1i xtu res,, buy and set I players, 
end of course play matches, 

Training le vital If your players are to perform to the 
I ban or their ability. From here you tell players to 
concern rate their training on specific areas 
(preferably their weakest). Out of the all the training 
areas, a player can only train on Tour at a time So 
choose carefully. If a player needs an extra boo si, 
switch his training mode to 'heavy' and really put him 
through his paces. 





e an Training Diary 



EJ Jin Lsighton Q 

PASSING 6 7 YES NORMAL 

TACKLING 49 MO 

FINISH ING 18 MO 

HARKING &! ffO 

TACTICS 7£ YES KEAUY 

FITNESS 98 VES HORHAL 

SET PIECES 82 VES NORMAL 
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Buying and selling players Isn't as simple as you 
might think. For a start you cant |ust sell a player 
immediately there mig hi not be anyone who wants 
to buy him. The best you tan do is put a piayer on the 
transfer list, and wait tor bids to come in before taking 
the best offer, Buying new players for your squad is 
trickier you can either p ut in bJd s lor players on the 
transfer list or go scouting, and offer teams cash for 
players that aren't up for sale- The choice of players Is 
wider here, but since the teams are reluctant to let 
them go, you may have put in a bid a bit over the odds to 
persuade them. 



Jin Leigh ton 

hsl Donaghy 
Steve Bruce 
Le*? Mar t i *■ 

UeSMrpf 

Gary Pal lister 
Bryan Robs on 
Clapton Btackno 
Ralph Hilne 
Paul Ince 
Russell Beardsn 
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Tackling normally result* in successfully acquiring 
the balk Unfortunately, a player who is tackled 
constantly could well be injured and put out of action 
for a few weeks. Justice normally prevail* however, 
end the man In black isn't afraid to- suspend offending 
players. 
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THE NEW SEASON STARTS 
WEEK WITH UNITED HOPEF1 
THIS SEASON WILL BRING 
CHAMPIONSHIP TO MANCH£< 



■iwi Irtflff ^H««HfT[M^^«H HfrRMICH 




Now get onto 1 he field to play your naxtjama, be it 
League, or Littlewoods or FA Cup- The arcade 
action is simple enough you always control the 
player nearest the ball over the eight-way scrolling 
pitch. Its lull 11-a-side stuff, with only the keeper 
staying under computer control (except during 
penartiee). 
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A regular pr ogress report comes In the form of The 
Dally Sport. There's no bias here- Perform well end 
you get plenty of praise but screw u p and,. . well, the 
pa per Ian '1 afraid to tell Its readers what It th i nks of you . 



It's not Just the league you want to win there s a 
Littlewoods and FA Cup out there to be taken, too. 
When either tournament starts, two old timers from 
the football league make the draw lor eacn round, 
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O Football fam after 
than Just a spot of on-field 
action have at last got 
something to shout About, 
what with the release of 
Artec's Player Manager (hi 
Review OA pas* n ) end of course Krlsali*' 
Manchester United, Hairing to make cop> 
parisons between the two 1 s on the surface 
unavoidable {unlets you are a die-hard Red 
Devil). However , what we have here are two 
different approaches to the same them*. 
Player Manager is more Of a technicians 
dream, with its seemingly never-ending 
stream of facts and figures to manipulate. 
Manchester United on the other hand, Is lest 
of a player's nightmare, providing an easier 
entry-point to team management - but 
that's not to say It lacks depth. There's a 
wealth of strategy and realism to ensure an 
engrossing time Is had by alt, Manchester 
United '* most Impressive result though, It Its 
presentation. There'* no need to wade 
through reams of statistics or player lists - 
manipulating your team, selling players and 
making changes, however complex, ate all 
carried out with the greatest of ease. But It's 
only when you get out on the pitch that you 
see how shrewd your managerial decisions 
have been - and even on the turf, there's 
plenty of room for tactical play and one-man 
wonder performances. It's all great fun - 
especially with two players, as a mate can 
take control of the opposing side at any 
time. Kri sails has done Fergt* proud. Lets 
hope its enough to keep United In the first 
division! 



PRICE 

RELEASED 

GRAPHICS 

SOUND 

PAYABILITY 

VALUE 

OVERALL 



£94.95 
Out Now 
88% 
80% 
89% 
83% 

87% 



^ 1 The asking price Is £ 1*.W 
IjL J and it's in the shops now. 
L ^ Playablllty-wlse It's 

P business a* usual. However, 

as^sssssssssssail as Teques Dean Lester 
explains, the poor old Atari can't really keep 
up with all this new-fangled hardware 
scrolling, and so the arcade section Isn't 
quite so technically accomplished - but 
arguably more realistic as a resultl It runs 
slightly faster, but the pitch isn't quite so 
nice to look at and there's no crowd,** Ho ho. 
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An April release date has 
been set, and there's to be 
both CGA and EGA com- 
patibility but unfor- 
tunately no sound board 
support, SO it's Blip City in 
that department. The asking price Is £24,95. 
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OF THE PAST ARE. 

featuring Flash Gordon and his friends in an epic battle 
against the evil forces of Ming The Merciless 
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AVAILABLE FOR: C64, AMSTRAD CPC 
AMIGA, ATARI ST SPECTRUM 48/1 28K 
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I J North Pafk Road, Harrogate HG 1 SPD Sales: (0322) 92511 
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SSI's latest isn't just a strategy 
game - it's a way of life. Kati 
Hamza lives It to the full. 



a nljhta Of The Crystal I ion is a 
simulation. Not of flight or a 
submarine or a tank, but a 
full-scale cultural simulator comp- 
lete with its own internal socio- 
economic and mystical lews. The 9ones Of 
Orodrid, the fossilised remains of a huge sea 
creature, &rz central to the myth. Haunted by the 
size of the skeleton, a nomad tribe felt compel led 
to construct permanent cities in the relative safety 
of the hollowed bones. 

Orodrid civilisation flourished under a system 
of trading based on tribes and families- In the sJojII 
of the sea creature the ha If- formed mystical 
beliefs of the nomads turned into the esoteric 
religion controlled by the Keepers of the Tsimit. Its 
customs centre around the fossilised brain cells 
of the sea creature, now transformed into 
powerful, beating crystals. 

Those who wish to sit on Orodrid J s council of 
leaders, a sort of futuristic Round Table, must 
become initiated in the secrets of the Tsrmit by 
harnesses their own telepathic soul-mate: a 
crystal horse - the crystal l ion. 

To rule a culture, you need to acquire its skills. 
Hatching your crystal! ion egg isa tribal as much as 
a personal matter and involves all aspects of 
Orodrid life. A successful knight will have taken 
part in all five essential Orodrim disciplines as 
many times and in whatever ofder he considers it 
best... 



Orodrid culture is A series of open doors through 
which you may pass at any time. Recommended 
first stop for beginners Is the skeleton' s local point - 
theTilmft 
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He who wishes to penetrate the secret* of Orodrid 
must pass successfully through the four veils, or 
mazes, of the Tslmrt. The Keeper* provide you with a 
charged Crystallion Suit and a powerful weapon 
designed to annihilate most of the creatures of the 
underworld. Any crystals collected prove u&eM later 

cm. 





Vour Crystallion Suit has only three charges (Uvea) 
I Should you fritter them away carelessly In the 
passages of the Tsfmit, you can recharge the suit at the 
Proda using the power of the crystals already found, 
The energy of two or more crystals touching one 
another on the floor generates a power pulse, By 
changing their position and formation the beams are 
directed at the moving prods (collectors) In the centre 
of the room and thus into the suit. 



team patter ns need to be continually altered as the 
ds move around In complex formations. Stay 
too long and one of your crystals may get nabbed by a 
descending CrlpJd, 



To keep your lam lly , the Adren I , hea Ithy. you need to 
keep a sharp eye on the prices in the Haresh 
market-place. It a up to you to set the prices for your 
own commodities, open new markets, and cope with 
financial crises In other parts of the tribe. Decisions 
are based on Haresh information about your 
competitors' prices, your projected expenses and 
your family's needs. Donations to the Tiimkl ere 
essential - otherwise you may not be granted access 
to some of the veils 
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ing and selling are your responsibility. Exactly 
J products you buy and in what amounts per 
lew* 



season can be reviewed at any time. 
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T'o communicate with your developing Crystal Hon 
you need la hone your teieoeth le skills by playing 
thfl card game Dakota. Basically if a a question of 
matching numbered pairs by responding to swift 
gllmpui of num bers wh i ch a ppaar vary briefly on I he 
back? of the card a. H gets harder as you progress - the 
cards shuttle themselves spontaneously into new and 
elaborate patterns. 





K;h lime you complete a veil of the Tsimit entrance 
the next one is gained by passing a Bosu exam. 
This unusual board game, a sort of futuristic Nine 
Mens Morris, is played In two stage*. First both 
players position their pieces allsrnalely on the boxed 
intersections of the board's rays and rings. 



T'he objective is to win as many empty i niersections as possl b! e by bracketing them In atones of you r colour, When 
all the pieces have been placed, the captured Intersections are marked out. Whoever gains the most, wine. You 
can practice Bosu at any time, playing against three difficulty levels - even against a human player if you wish. 
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NO PLACE LIKE HOME 



Bill Williams (who hangs out in a geodesic dome 
m Michigan) drew inspiration for Knights Of The 
Crystalliqn from the novel Always Coming Home 
by Ursula Le Guin. The story, like the culture of 
O rod rid, centres on a people called the Kesh who 
might be going to have lived a long, long time from 
now' in a valley in North Carolina, 

It describes every aspect of these people's laves 
in groat detail chronicles their songs, I heir poems 
and their music, even their clothes and the kind of 
pels they keep. It comes complete with a dictionary 
of a language that has never been spoken and even 
has its own soundtrack' a full-length cassette of 



music from the valley; specially compiled, is 
available separately. 

It's not the first time itiai someone has invented a 
completely fictional culture. ToJkiens Middle Earth 
has to be among the most famous though there are 
countless others - Herberts Dune, Asimovs 
Foundation and Greg Bear's Way in the novel Eon. 
Some, I ike Lord Of The Rings and The Hobbrt, have 
even had games written about them (a Dune 
license is to follow soon from Virgin Masiertronic). 
Knights Of The CrystaNion is one of the first to 
actually attempt to simulate the cultural process 
ilself 



REVIEW 




Make It through all four veil? and you hatch your 
C rystallion and gain that much-coveted Orodrid 
Council seat. How well you perform throughout 
determines how high up In the chamber you sit. 



JM W The Idea of a culture 
M l^k tlmulatof I* an original and 

M 4 V Intriguing concept- It's alio 
V a huge undertaking how 
^j|LJF can one game possibly 
convey the texture of a 
totally self-contained world? Bill Williams 
has s ide s tepped the problem by creating a 
series of loosely connected sub-same & and 
relying on the player to weave them Into a 
whole and for the most part It actually 
works. The majority of the sections are well 
designed and have enough depth to draw on 
a selection of widely different skills, Bosu 
and Deketa in particular wort as two 
Outs tending budget games in the frown right, 
and its a characterl s t ic of how wel I the whole 
package is presented that there should be a 
practice mode and an optional two-player 
Bosu game. In fact, the only section which 
really lacks originality is the one that takes 
the longest to complete the maics of the 
Tsimit. Despite the raw and unusual graphics, 
wandering through endless Interconnecting 
passages lobbing fireballs does have a 
limited amount of appeal , As for the sense of 
another culture - two minute* listening to 
the amazing soundtrack, randomly 
generated every time (and there's a further 
cassette Included), Is enough to convince 
you that you are In another world, Highly 
recommended. 



PRICE 

RELEASED 
GRAPHICS 
SOUND 

PLAYABIUTY 
VALUE 

OVERALL 



£fl*,99 
May 
83% 
»5% 
85% 
82% 

81% 



m ■ ■ Knights Of The Crystalllon 

^L J was designed specifically 
L ^B to make the most of the 

wm graphic and tonic 

I M capabilities of the Amiga, 

so until the STE starts 
telling like hotcakes, there's little hope of an 
Atari version. 



^^^ What's true of the sonic 

j^^tV potential of the ST is even 

<M M ham **<"« applicable to the 

^^ ^T average PC, » there isnt 

^■r S oln 9 to be a PC version 

t^ cither, Anyone hungry for 

cultural stimulation will Just have to read Ms 

U Guin t book. 
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THE SKIES ARE Y 





'Astounding jud 1o l«ak ai. with 
I tie faslBsl, SNtoolhtsl. must 
detailed and reiNslic 3D graphics 
seen, ,. bul i1"-s llie sheer depth 
Itial makes F?3 Itie best cnmbal-' 
dig til simulation lie seen. 
The wealth il missions is 
incredible ... giving 
enormous listing 
appeal ..." 
C 4 VQ 97%. 





Thr h ul wh al fn ge ' in Falcon and daubla Iff 
. . . brlllianl action and a scenario rinptii Ihil'H 
ieavB you gasping in awe; them are 99 
ditfereni missions . . . Hciahaior is even belter 
nan f-alcin, and il's certainly much bigger... 
A brand new, and rather bnHianl Fighter. 1 
homber semtilali^Dfi." Zero 94^. 

"Unerlv mnulh-walerini graphics and in 
imping doplh of piif , . - Ihe ttesl Nighl 

simulaltDit I have emr swn (and there s 
nilhiNg en Die visible horizon that looks sal to 
come close). Its not i ijiiulitiitn, it's an 
experience . . . Onair'i flrrt llighl sim in Ihe 
hKtouirZzap97%. 





■ 



3 1SRK x *> 

■I m Jam.. 



6 Central Street Manchester M2 5NS 

Telephone 061 832 6633 

Telex: 669977 OCEANS G Fax 061 834 0650 



REVIEW 





And who better to venture 
through its latest Freescape 
(TM) frolic than that dirty rascal 
Gordon Houghton. 

agister, shaman and sase, Lord of 

the Old "Time, is 13,000 years old 

and very angry. Generations of 

humans have tned and faifed to 

establish colonies on the hiil he 

inhabits: ever/ time a settlement was built, he 

destroyed it, Unfortunately, he lost concentration 

dnd fell asleep for five hundred years, during 

which time the Normans came along and built a 

castle. 

One day, one Nomnan decided to dig beneath 
the hill, and the noise of the wort woke Magister 
from his slumber. He Rew into a rage, meaning to 
destroy shem - but the sleep and the castle itself 
had sapped his power, and people only laughed 
at hi m, farcins him to live in a hut outside the wal Is. 
But J ike all villainy he twirled his moustache and 
plotted hh enemies' downfall: on the night of a 
great feast he turned them all into benighted 
spirits, under his command, and became master 
of Castle Eternity. 

One year ago today your twin, tired and hungry, 
looking for a place to rest, was wandering outside 
the castle They hawe been missing ever since ... 

This enhanced version oi Freescape (ThA) has the 
I dimensions of an adventure game because it uses 
an 'action 1 command to perform *ubt Ee tasks, such as 
unlocking doors or drinking from bottles. Wandering 
into a nearby tower, you find a kitchen with a fireplace, 
table, some cheese, and a key hanging on the wal I The 
cheese restores strength and the fireplace gives 
more food lor thought. Examining the key more 
closely, you learn tt allows access to tear 1 * room nert 
door. But what's that under the table? 



Turning around you espy a yellow object on the wall. 
On closer examination, it appears to be a welcome 
message from Eternity's undead occupants. Clues 
and messages are vital to success, but lurk in the 
castle' s most secret places and become more cryptic 
as you progress. 




The portcullis announces the beginning and end of 
every game Castle Elernity lies In the distance 
surrounded by a moat, but don't try swimming It — If 
you don't drown the sharks will get you. 



a nee you suss out how to gel inside, you step over 
the drawbridge into the gatehouse, where this 
hu ge sla b rises and fa 1 1 3 1 ike a guillotine. Castle Master 
contains ma ny physics I obstacles : some (like thisone) 
require timing to avoid. Others need more cunning. 
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With e deep brealh. you open the door to Igor's room - to be greeted by flashing lights and a high pllched 
whistle, Not only Is Igor extremely ugly, he also drains your energy, so It's time to use your slingshot 1c 
send him to spook heaven. Qlhet ghosts aren't so easy to dispatch, end some ol them flit around In erratic 
patterns ■ so Its a good thing you have an unlimited supply of rocks. 



U a ug hty old Igor wasg uardlng a chest with a key a nd 
nhwo gold coins in it. Treasure $ I mply Increases your 
score - other Hems to be found Include crystals, a 
crown and a sceptre. Unfortunately, this key Is 
unmarked so you jusl have to work that one out tor 
yourself. If you oat really stuck, you can actually 
complete tha game u sing on I y seven of the 1 aval labia 
keys. But, of course, you don 1 ! get maximum points.,. 




astle Master is the fourth 16-bit 
Freescape (TM) release, and 
features a big leap forward in term s 
of size and gameplay. Ian Andrew. 
game designer, coordinator and 
i ead fioncr>o at I ncenfti ve , confesses : ll I fcs by far the 
biggest game we've ever done. There's more 
emphasis on detail and features: before you could 
only bump into things and fire at them - now you 
can action' objects as welt: read, examine, move, 
unlock, close, or open something accord ng to the 
situation. With some objects you have to make a 
decision whether to action them or throw rocks..." 1 
Previous Freescape {TM) games were 8-bit led, 
with the 1 6-bit versions running faster and featuring 
moderate embellishments. Castle Master is 
different - the choice between action arid weapon 
hands, tor example, was made for a mouse. Us not 
the only enhancement; "The old screen size was 
long and thin; this one is 20% larger /' The game as 
a whole is almost five times bigger than any ether 
previous Freescape (TM) product: not only are 
there over 1 00 locations, but every room contains 
twice as much detail as before, 

So how does a new game begin? Game design 
and mapping are worked out on paper first - a long 
and contemplative process. Next comes some 
basic programming: "We start with a load of em ply 
data areas : which are built up and joined together. ." 
After some groundwork on assemblers, all Ihis 
disparate information eventually finds its way into 
incentives custom-designed editor, the BTHE 
(short for Being There Runner Editor). Unavailable 
on earlier Freescape (TM) product it allows more 
scope for creative input and design, the means for 
altering the games parameters at will. 

Processing time is the only restriction to 
creativity: the program is speed intensive, so 
there s always a trade off - speed for detail. "With 
about 1 5 objects on screen at anytime, there s little 
problem: but get to 25 or so and the slowness 
becomes unacceptable/' Most of the major design 
work is done on the PC, but because all the 
machines have different capabilities in terms of 
number of available pixels and colours, final tweaks 
are performed on individual machines. 

Music is altnosl always one of the final 
considerations, but isn't treated as an afterthought. 
For Castle Master Teque was briefed on the game ' s 
style, content and atmosphere - and Ihe result is a 
five-minute digitised soundtrack taking up 80K, with 
a few samples thrown in for good measure. 

Incentive likes to take time over their projects (it 
releases only one game per year), so the next one 
won't appear in a hurry. 



A KNIGHT TO RE 




Introducing the kings of ihecasfcls: Sunn Ellis (creator otitis ST a mi Am Lets editor^ , Andy Tart (General Operations 
Manager arid Sales Director), Paul Gregory (ST, Amiga program mar), Chris Andrew (PC and 6-bM programnwr) 
and Ian Andrew. Not appearing Kara but also starting is Mike Salmon, who deal* with me graphics and data, 



The great hall 



Han It a fUetur* drawn by cm artat lo ehaw whoJ a Sreot 
Nan mlghi ntaJly hurt loofcod Ilk* In m*dl*val llmee, 

On Important fl«soaloni, Sh* lo-rd of tha cm(I*. hi* rami*/ 
and any women" preaont woufcd din* at a labia *rt on* j 
•nd ffl th* hall. A doo-r al the olhor »nd of the hail led 1*7 
lha nucha*!, and panTri*a. Knighrfs and wldUn woultL 
ait ot EablffB plOC*d lonfl#aya down ih« hall. t*? 

Winn yetv leak found cofltat today, they at a oflan 
dark and -gloomy wltti bare wol Is. Bui look at 1he 
doeoration* and Naga in 1ha picture 

Try to Inxkginohcw 
colouriy i tht G'flCl Hall 
aoij ri haw Dee-n 




NhI Hm* you vl*H a ttrtl*. tfy to 

lifwgli'w haw H wai dacoratpd. 



Look ton 

Large btoad ovana whara 
bread was boktd- 
Fl rap laco* where moal *as 
ronstnd on Bpltl. 



Dr&lra lor carrying away 
dirty walor from tha Itllehon, 







Outside ihe eastl* you find a boulder, but It's too big 
to push Balde - isn'l 117 No, but it needs a lot of effort. 
Moving It reveels a hole, which you cautiously crawl 
into.. 

EVIEMBER 



rid n od you rself i n t h e catacomb* This is j u si one of the many ways of entering this vent underground maze 
*of chambers Adjusting your eyes lo the Jl-ght, you spot a pink penlacle In the distance - you need ten of 
these to open the pentode vault, which contains more gold then you ever dreamed possible and, more 
Importantly, the hey lo the final chamber. Wandering further in the catacombs you stumble across this wine 
caller, where you fmd a cash of XXX' and a few bottles. Soma bottles contain alcohol, some hold potions which 
give special powers, and others are empty or poisoned. Its not a good Idea to break anything until you uae ihe 
action he nd on rt. * 



r.ata sels for individual clumps of information are 
L/wqrfced out on paper, detailing item layouts: 
scaling factors, debug flags, data composition, 
animation corneals and vtow select ion. 
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T'He introduction and closing sequences and the 
in-game informal ion screen were all designed on 
DPaJnt III. This is Magister lime-traveller extract 
dinaire and power-Crazed lunatic. The star patte* ns at 
the bottom represent the animation of his destruction. 



Inspiration comes from many sources : Incentive took 
a long, hard look at fortress literature and design 
before coming up with Castle Eternrty. The 3D vector 
map of the Great Hall bears strong similarity to the 
artist's impression found In one of their reference 
books: note the relative positions ot the door, 
tapestries, fireplace and benches. 
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Tha editor also allows its user to play the game at any 
I lime- lo study how smoothly the program Is running 
fn this case, it's ihe hot baths, An overlay in the top 
left hand corner reveals the time used by each part of 
the processing: how long It staking to move, drew the 
pictures, process them, sort them in order and 
calculate any overlap. 






■ 




The BTnE's main menu alio we access to any aspect of the programming, so that anything sound, data, 
graphics, conditions - Is easily changed. Selecting en area to be modified produces a, 3D mini-Image {in the 
corner) which avoids constant transfer between the object screen and Its data file. Selecting an ooject brings up a 
wide variety of Information, including its exact coordinates and how much memory It's devouring Changing 
colours couldn I be easier: a simple modification to the object data allows any one of 64 shades (after blend I n g ) to 
be used. The basic palette incorporates 1 6 colou rs, which I s also the maximu m on-screen n u mber For thl s reason. 
PC versions of Castle Master won't be taking advantage of VGA mode. 



FKSESCflPE MONITOR UERSI0N 1.0 

MfllNMENU 

f - SOUND EDITOR 

C - EDIT PflTAS ET COLOURS 

- DISPLAY COUNTERS AND MARKERS 
£ - EDIT 0&0ECT< UNDER SIGHTS > 

■ - E OBJECT <ei£fcHUMB€K> 

- EDI THE DATA FII5E HEADER 

4 - CDF CURRENT DATA SET HEADER 

5 - CPU GUO&AL CONDITIONS 
U - EDIT LOCAL CONDITION? 

P - DISPLAY PLAN UIEW OF PATASET 

A - WHICH OBOECT? EXIST ? 

D - DISC MENU 

M - M0UE TO H&X DATAS ET 

* - &DILD A NEW O&OECT 

K - KIULANO&JECT 

- EXIT 

SWITCHES — — 

J - ON SUPERIMPOSE UIEW 

T * &FF SUPERIMPOSE TIMIN6S 




Further on from Igor's room, a barrier blocks your 
path. Some, like this one, are opened simply by 
pressing a green button - others require more 
complex input, and some buttons are out of reach, so 
you need to discover alternative routes, Pressing the 
button, the barrier slides open, and you take the door 
on the right which leads to the stairs. 
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Ttie information screen updates your progress. You 
can exam i ne a 1 1 the key s in your possess ion , adm i re 
the score, wonder at your strength and gloat over the 
number of spirits killed. You can also change 
parameters and load or save a game from here. 

If your energy Is reduced to its f i nal unit, you cant wa I k 
or run. The hospital provides a means to recover 
strength F but only enough to get you on you r feet again. 
Once you recover, try leapfrogging the beds for a 
laugh, 



| 



T'here are tour floors on each of the four towers, 
some wNh up to four rooms in each: the Roman 
numerals on the stairways tell you which storey you 
occupy. Don '{ slumble off, though falling too far 
depletes your strength. 
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Editing data on the PC editor is a simple matter of 
Cchangmg values. For example, the figures at the 
bottom of the screen (written in hex) reveal the 
unconditioned data for the ledge in the courtyard. The 
initial number (1) states that the object is a cube 
(Stretched out into a ledge). All objects are assigned 
numbers, and there are fifteen different types 
Including pyramids, triangles and lines. The next three 
numbers show the object's co-ordinates in three 
dimensions, followed by a trio of figures revealing its 
length, breadth and height. Next comes the object 
number in terms of its screen position (F) and the 
length of the whole object (C - it it had conditions, it 
would be longer). 00 classifies it as not coloured at 
both ends (these areas aren't seen, so this instruction 
saves processing time), 66* determines its colour at 
the top and bottom, and F" determines the colour on 
one side (again, the other side isn't visible, so 
calculation would waste time), By altering these 
parameters you can do virtually anything; shrink, 
move, stretch, make it taller, change its colour, 
animate it It remains the same object you selected, 
but it can be altered beyond recognition. 



..^wizard s hut outside I he castle shows the main power of the BTRE: the ability to pick things upend move them 
I about: It s very simple to create things: you can design a whole room just by playing around with objects, rather 
than having to type in lots of numbers, ft also telis you what the object number is, its dimensions and its position in 
3D space. The hut, like many of the f reescape (TM) designs, actually comprises more than one object, many of 
them repeated to save memory space ; in this case the wa 1 1 s, roof and coot are three d ifferent item s. C ond itions can 
be added s i m ply by ed it i ng the data : so, for example, the door has the cond iti on that If you enter it, the program wi 1 1 
shift to Data Set 4 (the interior of the hut), 
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Castle Master is the first 
Ff eescape {TM) gam* to be 
developed primarily on 1 6 
bit and tt shows. It's tar 
bigger than any of the 
preceding trio, with much 
more detaili over 100 rooms packed with 
puzzles, dues, potions, keys, food and 
drink, pentodes, treasure, ghosts and secret 
doorways - there's even a toilet in there, It's 
also given Incentive the power to be more 
creative, so thatthe gameplay is I ess abstract 
and nearer to a traditional arcade adventure 
only rendered in 3D. Most of all, the use of 
the mouse to create two independent 
hands' adds a whole new dimension to the 
enjoyment of exploration and punk- 
solving, and makes for much greater realism. 
Castle Master scores highly on presentation, 
too; for the first time there's an animated 
introductory sequence, a choice of male or 
female characters (with subtly different 
gameplay for each), and the ability to 
complete the task without solving 
everything* The best aspect though, is the 
total freedom of movement and action within 
the game environment, and the fact, that 
actions have consequences - try stepping 
on a piece of cheese and then eating It, or 
sticking your hand down a plug hole I Even if 
you weren't too keen on previous Freescape 
(TM) fames, you should take a look at this 
one it's easily the best yet. 



PRICE 
RELEASED 
GRAPHICS 
SOUND 

PLAVABILITY 
VALUE 

OVERALL 



£19.99 

Late April 
38% 
79% 
92% 

88% 

90% 



O Valiant princes and 
princesses will be filled 
with great gladness to 
leam that an Amiga 
version Is available at 
the same time for the 
same price, with the added bonus of a good ly 
melody from those merry minstrels at Teque. 
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In days of old when 
knights were bold, 
games weren't pro- 
duced for the PC* For- 
tunately, Castle Master 
will be, supporting Her- 
cc ulcs, Tandy, CGA and 
EGA - and all for the 
paltry pittance of 
Due for release soon, 
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AFTERBURNER- 

You ve played the 
arcade smash - now 
experience the white- 
knuckled realism of a 
supersonic dogfight at 
homer 
using your rteat- see king 
missiles and laser antiam 
rraft fire, can you toe top gun 
against supersonic swarm? 

AFTiRBufiNCP f w SEGA | are trade 
mafK-i Cf SeCACNTEHFffl^ET LTD 



DOUBLE OR AG0N- 

Jain in deadly combat 
with the savage street gang of the 
infamous Shadow Boss. Use whatever 
weapons come to hand as you pursue the gang 
through the slums, factories, and wooded outskirts 
of the city to reach the Black Warrior hideout for the 
final confrontation with the Shadow Boss himself 

I 19BB Mastertronic intern atlanal, inc 
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OPERATION WOLF - 

•noe only has all trie 
action nnd game play 
Been captured, out so 
tias the excitement. 
matting Jt one Of 
the most satis- 
fying and com- 
pulsive shoot- / 
em-ups to 
nave 

appeared 
in a long 
time' ACE 

ucpfiieafrcm 
Taito corp ' 
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Ocean Software Limited G Central Street Manchester M2 5NS Telephone: 061 832 6633 Telex: 669977 OCEANS G Fax; 061 834 0650 



Welcome once again to the wacky world of 
Demodom. Another brief stroll down Demo-y 
Lane, watching the animations, pictures, and 
music go by If you have produced a 
demonstration of anything remotely entertain- 
ing on ST, Amiga or PC, then why not give it an 
airing through the pages of The One. The 
address, as even is: DEMOS, The One, Priory 
Court, 30-32 Farringdon Lane, LONDON EC1R 
3AU. Please note: we cannot guarantee to 
return your diskettes unless you provide a 
suitable, stamped, self -addressed envelope (or 
preferably a Jiffy Bag}. 

ince the last issue we had a flood of one 
letter saying we d sadly misjudged the 
SO WATT demo on I he ST. Apparenily 
there was more to it than we though! - 
it's a shame there were no instructions 
to I ell us otherwise There are in ladt 20 REALLY 
RATHER GOOD demos, including some NICE 
mu sic and som e V ER Y CL EVE R raster trickery and 
tort twisting usually only seen on the Amiga. In fact 
there are a lot o( versions of ageing Amiga demos- 
including the Botng Ping Boom ChaK demo from the 
Magician 42 and Sod an (Remember that?) This 
demo PUSHES BOUNDARIES, so don t miss it, By 
way of a complete turnabout, the 007 demo on Ihe 
ST borders on REASONABLE A SO-SO picture 
which doesn't change apart from a scrolly 
me ssage . and a H I GH DE F I M I T I ON rend ition of the 
JAMES BOND TUNE Finally on Ihe ST we have 
some SWISH ANIMATIONS one of a skeleton 
doing a bacMhp. one of a digitised Japanese 
woman with guiiar, and another one of a blocky 
humanoid tossing a disc, The animation is 
SM OOTH . even i M oad i n g I h e seq uences by hand is 
a r bit labourious. On the Amiga side this month 
there's an IMPRESSIVE, tong -awaited NewTek 
demo, featunng examples from all their latest 
products. There's a lot of fun to be had here, but only 
lor anyone with 1 Mb Amiga and a second drive. It 
you like digitised fantasy piclures. ihen iry \7 Bri 
Disk 578, which has loads of well- DIGITISED 
AD&D Forgotten Realms PICTURES comp- 
lemented by TIDY MUSIC and a scrolly message 
17 Bit Dis* 581 is a QUALITY collection of 
RAYTRACED PICTURES, although this 
slideshow only really comes recommended to 
PIXEL PERVERTS who get their kicks Irom tasty 
tenures Videos on the other hand, on 17 Bit Disk 
572. is a WATCHABLE selection of Clips from 
FAMOUS pop videos, with a bit of Baywatch 
(HUBBA HUBBA) and Beverly Hills Cop thrown in 
for good measure. And its all set to a mediocre 
rendifron of Erasures Sometimes. Last bul not 
least, on this monih's Newsflash Disk Magazine 
(well ttie support disk, actually) we have a Irio of 
INTERESTING demos. Firstly there's the Thrust 
3D Pi ng- Pong d emo . where you h ave to I rv and play 
a game of ping-pong: while she table flips over and 
over. Secondly, there's the Celtic Megademo, 
which is more demo than mega. And finally, there's 
the third bit, which ranks as DEMO OF THE 
MONTH... The Poi-Pch Demo. Por-Pois are little 
fluffy PacMan-like creatures which bounce around 
on top ollhe VU Meiers while a band plays along to 
the music The animation and character found here 
add PLENTY OF POLISH, and especially 
impressive are the VU Meters lhai pop up in the 
scrolly message from time to time. MORE like this, 
pleased 



t 







A There's digitised AD&D artwork aplenty to be had here. 
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Beverly Hills Banter (below) 
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f A polygon animation to discus (ha 1 ). 



*St*rtd-Xn" from 
| Human Design Disk 

▼ Bouncy tun with Ihe Poi-Pols. 
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GETCHA 
DEMOS 
HERE! 



AMIGA 

Videos. The NewTek Demo Reel 3. Forgotten 
Realms Slideshow and the Ray-Traced pix 
are available from 1 7 Bit Software, PO Box 97 
WakelieKl WF1 1XX- Tel: (0924) 366982 
Newsflash Issue 8 and others are available 
from Newsflash UK, 25 Fairfield Mouni, 
Ossett, West Yorks. Tel: (0924) 265593. 

ATARI ST 

The Skeleton, Scanned and Humanoid 
animations, and the 007 demo are all from the 
Other PD Library, 108 Ke n mare . Road. 
Waverlree. Liverpool. LIS 3HQ. The So Watt 
demo came from MPH, 10 Chandlers Court, 
Eaton, Norwich. NR4 6EY. Tel: (0603) 
503382 

IBM PC AND COMPATIBLES 

Nothin' doin' on this Ironi Come on all you 
MS-DOSsers - give us your best shots! 
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.5 MB OF GRAPHICS OF WHICH 480K USED TO CREATE THE 
MANCHESTER UNITED FOOTBALL CLUB STADIUM OVER 1 5 SCREENS, 



SCREEN SHOTS 

FROM AMIGA 
VERSION. 






FULL ARCADE GAME: 

PENALTIES, THROW-INS, CORNERS, FREE KICKS, ACTION REPLAY, SEE 

GOALS SCORED VIA REALTIME DIGITISING, REFEREE AND LINESMEN 

MANAGEMENT GAME: 
FULLY ANIMATED ICON DRIVEN, TEAM SELECTION, INJURY LISTS. 
PLAYER STATUS, PLAYER TRAINING, MANAGEMENT REPORT, CUP 
DRAW WITH DIGITISED SPEECH FROM 5TH ROUND TRANSFER 
MARKET BUY AND SELL PLAYERS, LEAGUE TABLE 

AVAILABLE NOW: AMIGA AND AIARI ST. 

COMING SOON: IBM PC, ARCHIMEDES, KONIX MULTI-SYSTEM, 
SPECTRUM (Cassette and Disk], CBM 64 (Cassette and Disk), AMSTRAD CPC 
[Cassette and Disk) and MSX f Cassette) 
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Carrying on last month's theme of It's good but is it 
art?', Phil South takes us into real perspective 
drawing techniques to make your creations pixel 
perfect. 
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he funny thing you start to notice with 
computers these days is that they are 
being used more and more to draw on. 
For fun or for profit, it doesn't matter, but 
more people Every day are taking up the 
mouse rather than the pen. Or even the sword But 
lets not get philosophical - we want to lalk about 
graphics. 

Many years of experience are n eeded to become 
a professional illustrator, but few computer artists 
have that background. Bui still the techniques used 
in ordinary artwork apply to graphics on a screen. If 
your art training is zero then how about buying 
yourself a book (or get it from the library) on 
drawing? It should be called something like How To 
Draw And Pafnt Really Good and haue lots of 60s 
style drawings in it (there's a good reason for this, as 
these books were popular in the 60s and no- one 
seems to have done one since) Tfien check out all 
the simple mechanical rules they set down for figure 
work and perspective, that sort of thing. 

It's not all hacking away at the screen, you know. 
You have to have some input to get output. And 
besides - its nice lo get away from the computer 
occasionally. To read The One, for example. 

Another gaming problem, this time concern- 
ing title screens and the like, is unrealistic 
proportions on faces* which probably explains 
why faces are always so small in computer art 
(people are afraid to draw in case the results 
ain't so good). Try these simple rules to form the 
basis of face drawing, and see how it improves 
the Images you work on. 




A common problem in games, especially in 
backgrounds, is that of perspective. Most 
artists who draw backgrounds for animation 
movies are skilled artists using techniques 
learned over years of practice. But simple 
mechanical techniques can improve your 
artwork if you know them. In perspective tor 
example, horizontal lines below your eyeline 
slant up Ira m front to hack, while those above 
your eyeline slant down, To construct this on 
screen, d raw a line in the centre of the screen to 
be your eyeline, then any horizontal lines can be 
drawn out from the 'vanishing point'. 





Talking to Dave Gibbons last month, he 
mentioned that in his opinion computer 
artists put far too much detail into their work. 
For example a trick he likes to do with walls is 
instead of putting in every single brick or 

Krt tele of texture, he puts a little bit of detail 
re and there Youreye can't see if there ' s t oo 
much detail, and its a popular trick to focus 
your eye on the main action, which IS fully 
rendered, 

Jue to the rise in game conso les ot the past few mo nth s, the platform game has u n dergone a k tnd of 
rebirth. The Japanese are past masters at creating cute arcade games that keep you going back 
for more, no matter how si lly they are . Thi n k about you r ma in c ha r acter i n y o u r ga me I s he cute? Can 
he match up lo Dynamite Dux, Psycho Fox or Penguin Land? Try checking out the characters in 
popular games What makes therm so appealing? Are they line drawings or fully rendered colour 
illustrations? Get all your information from your favourite games. 
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This Month; Herman Ser^ 
rano 

On the subject of perspec- 
tive, its best to talk to 
someone with a slightly odd 
■ one And who better than 
Y ^ w^ Herman Serrano, the artist 

\W -dPOfc behind last year's splendid 

nightmare advenlure game, 
Weird Dreams The game grew, he says, out of 
ideas for surreal paintings, and: 'I just sort of put 
little twists to them, and then strung em all together 
in a game." 

Herman has been quiet of late p but as you saw in 
the December 1989 issue of The One, he's back 
soon with Atomic Lunch However, he's also got 
some new ideas up his artistic sleeve... 

How do you go about doing perspective drawing 
in your art? 

H don t tend to use the computer for that I use 
more sort of traditional methods. You know 
you have your horizon and your focal points that 
you emanate from, and just work it out 1 ike that 
really," 

So you don't sort of just look at the screen and 
guess? 

"I think you CAN do, actually. You get a pretty 
good Idea, You know roughly where you want 
you r van! sh i no points to be , and you can make a 
pretty good guess." 

How about proportion and distortion effects? 
How do you go about doing those? 

"Oh, there's things like a wide angle tens 
view, yes? I think that's just a case of looking at 
photographs and seeing how they do actually 
distort, it's like looking in the back of a spoon or 
something (Did someone call? Mr Spoon). 11 

Do you use much in the way of phoiographic 
reference then? 

Yes, I do I've got a library close at hand, so I 
tend to nip down there. I spend the afternoon 
looking through a II sorts of books on the kind of 
things I'm after, then try to mesh all the Ideas 
fve got together into something more conc- 
rete.'' 

Did you use much reference material tor Weird 
Dreams? 

'That's difficult to answer. For that game I 
suppose it's small details as opposed to a 
whole, Ttie whole thtmj had to have a kind of 
surreal feel to it. I mean if you pin point things it's 
like the cracked mud effect in the desert, I have 
to get some kind of reference for that. As far as 
the whole thing floes the reference was out of 
my head, I suppose you could say." 

How did you get into graphics on computers? 

"1 was at Kingston Poly doing a foundation 
course, and there were some guys there doing 
computing. A friend of a friend had mentioned 
me to them, and they said come along and t 
ended up doing one of the demo screens for Art 
Director. And then working on a thing called 
Ancient Mariner, that turned out to be a real flop. 
But then I did a whole load of art screens and 
they got published In C&VG. There was no 
game, but they got very excited about this new 
game," 

What are you working on at the moment? 

A thing called Atomic Lunch, that you know 
about already from that spread you did on It. Oh 
yes, and Tve got another games design called 
To Kill AGod. Imnot entirety sureabouttheklnd 
of format for that, 1 see it as a kind of more 
animated Dungeon Master. But I' veyet to talk to 
some people about the technical side of It, At 
the moment tt 1 s jusl a sort of general games 
design without any of the specifics Just a 
scenario more than anything. 
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Dial-A-Data 

The Beginner's Guide 
Software by Phone 

Multi-Media % 

The Future of 

Electronic 

Entertainment? 



Taking the Mystery 
out of MIDI 




Digital Dogfight 

10 Flight Simulators 
Compared and Contrasted 
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Eugene Lacey flies high 
with Taito, shoots low 
with Konami and jumps 
for joy with Jaleco. 



THIS TIME 
IT'S WAR 




fltll 



n end of level a I ten. Pump h im with flak till his 
ead cornea off. 




PINBALL 
SPOT 

Two of Ihe laiest pintables to astound and delight 
are Data Easts RoboCop (licensed from 
Ocean) and Williams Elvira: Mistress Of The 
Dark. RoboCop 1 s most notable feature is a ball 
jump ramp - with extra points lo be had if you get 
enough power behind the ball to make it jump the 
gap successfully. 

Elvira on the other hand, feaiures a host of 
digitised speech recorded by the buxom beauty 
herself. Apparently she's delighted with (he 
printable. Williams gave her six of them - she gave 
ore to her Mom and the others went to charity! 



I 



estroy the eggs before they hatch into 
llens. 



It doesn't seem like the ideal time to release a 
coin -op based on James Cameron s Aliens 
does it? Both of the home computer conversions 
have been and gone, the video's had its time in the 
chad... in Fact ii would seem that not only has 
Konami missed the boal, but the ports been closed 
down and turned into a shopping centre. Anyone 
however, who isn't worried about a game taking 
four years to reach the arcades should be well 
pleased with this corker of a movie adaptation. 

The story goes that Commander Ripley and her 
team return to a derelict space station after 
communications with the crew are mysteriously 
cut And of course, more destruction than is 
possible with in the space of two hou rs soon follows . 

As Ripley, you explore the alien-infested 
complex while ihe creatures emerge from all round 
You need to grab every power- up you can get your 
hands on to survive. Some aliens are only hatching 
out of their aggs, so its wise to blast them before 
they become Fully grown. 

As you'd expect given the lime Aliens: The 
Arcade Game has taken to arrive, Konami has 
managed to capture the atmosphere of the film 
perfectly in ils adaptation. A series of stills from the 
film have been digitised at the beginning of the 
game to get you in the mood But the best feature 
has lo be the use of those meaty weapons they 
really get you in the n>ood r 

Oh, and one last thing. Why is it in the f i rst film one 
Alien wiped out the entire crew (who were armed 
with flamethrowers), but in the segue! the Marines 
manage to take out h und reds of Ihe suckers? Think 
aboul it- 



action alternates between 3D and horizontally-strolling sections 











TALKING CHOPPERS 



I b 



-he use of sampled speech in coin-ops has never 

been much more than a frill - up until now it's 
been included purely for cosmetic reasons, rather 
than to enhance or add to the gam ep Jay in any way. 
But all this could be about to change, thanks to 
Taito's Air Inferno, the latest sit-in hydraulic 
simulator to appear on the scene. 

The padded seat, foot controls and levers make it 
more of an experience than a game as you aim to 
carry out four progressively difficuN missions, 
viewed through the cockpit of a rescue helicopter 

Your first mission asks you lo put out a fire on 
tjoard an oil tanker far out at sea. From take off to 
arrival al I he scene your instructions are voiced lo 
you by ground control, But it's not just a navigational 
akJ - it comes in handy for the novice pitot too. If you 
fly off course the sampled speech tells you to bank 
(eft or right You are also given precise instructions 
what to do when you arrive at the scene. 

By far and away the besl of the four missions is 
the Towering Inferno challenge where you have to 
rescue the office workers from the roof of a burning 
skyscraper and then extinguish the fire before it 
gets out of control. Other missions include rescuing 
explorers from an erupting volcano and a battle 
challenge in the desert, 

Air Inferno has a massive flat screen display 
wh ich al lows a greal deal of detail lo be displayed - 
and the Graphics are exquisite. Its sure to be a 
summer nil in the larger arcades (but only in the 
larger arcades - Ihis machine Is a monster). Even 
al 50p a rkle it's well worth a try. Get rescuing! 




IT'STRIFFIC&JOLLY! 





-|-& J uses h is magic rod to capture a nasty > Its so cute you are I ikely to fetch your dinner up play i n g 

Acute game to rival the hellishly addictive gameplay of Rainbow If lands arrives courtesy of Jaleco. T&J 
are two Japanese kids with eyes as big as saucers and amission to rescue I heir Mom (aaah). Like most 
games of this type, doing so involves cavorting about over a series of platforms and ladders. 

T&j move around the platforms by creating ladders at the press of a button. Flowers grow out of the 
platforms and T&J pick them up for bonus points as they attempt to dear one level before moving to the next 

Naturally there are plenty of bad guys, including Crocodiles and Dolphins - but none of them are as 
friendty as their cute complexions suggest. Thankfully, a trusty magic rod allows T&J to freeze them and 
then swing them around the platform to kill them The best method is to pick up the creatures and smash 
them down on the floor of the platforms - perhaps bashing another nasty in the ground at the same time 

When the level is clear the screen scrolls on to the next platform stage, Your ultimate aim is to reach the 
top of Ihe Maboots tower where your Mom is held. 

11 "s all very silly of course, but at the end of the d ay it s very playabte -just like the rest ot the games of this 
ilk Completely brilliant and worthy of conversion Need we say more? 



ARCADE 
NEWS 

After last months speculation, Elite has 
confirmed that it hasn't got the conversion rights 
to Tecmos World Cup 1990. But that's all the 
UchfieLd-based company would tell us: it s still 
loathe to reveal Ihe names of any licenses it has 
acquired - well, at least until the European Trade 
Show at Easter. 

Arc Developments, who did US Gold proud with 
its conversions of CapComs Forgotten Worlds 
and Segas Crack Down, has begun converting 
Data Easts Midnight Resistance (see Arcades 
Issue 1 5) to ST and Amiga for US Gold A full Work 
In Progress report will follow in due course, 

Following last month s revelation that Elect- 
rocoin is producing its own home compuier 
conversions of arcade games, here's how one of Us 
first rel eases is shaping up. SN K s Time Soldiers . 
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A FLIPPING 

MARVELOUS 

PINTABLE 

COURTESY OF LORICIELS 
i AND US GOLD 



IT'S A BUMPER BUNDLE OF FUN! 



To celebrate the release of Pinball Magic, US 
Gold and Loriciels have given us a genuine 
antique (1&B0) Bally Midway Mr & Mrs 

PacMan Pintablein (almost) prisiine condition and 
perfect working order! Worth well over several 
hundred, notes,, this four- legged marvel features 
sampled PacMan speech {Wocka Wocka), Flying 
Saucers and even a special version of PacMan for 
good measure! And of course you can fiddle about 



with the dipswitches to configure the game to your 
liking - ie: no cosl and hundreds of balls. 

So what do you have to do to win this mechanical 
marvel t eh? Sample. Answer three simple 
questions, then send your entry on a postcard or the 
back of a sealed envelope to; PINBALL POTTY, 
The One, 30-32 Farringdon Lane, LONDON EC1 
3AU, to arrive no later lhan the 27th of April 1 990 



ITS THE PIN-NACLE OF ENJOYMENT! 



1) How many pintabtes does Lor icier s 
Pinball Magic feature? 

A1 
86 
C12 

2) When did Kippers first make an 
appearance on pintables? 

A 1901 
B1947 
C1970 

3) Which outrageous rock group endorsed 
a plntable in the 70s? 

A Bras 
B Abba 
CKiss 



NAME 

ADDRESS 
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I OWN (TICK ONE) 

ST □ 

AMIGA 

PC D 

THE SMALL PRWT 

tlw sditori dtcLtton it final wid no e»™apoiidenc» will b» 
nmd into. Employs of US Gold, EMAP and LOrlCtolt *nd 

1 heir relatives are riot flowed to Btil*r. to *on'l... 
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■ ST ■ AMIGA ■ C64 ■ 
CPC ■ SPECTRUM ■ PC 

■ NINTENDO ■ SEGA ■ 



Endless American trivia inside. 
You have been warned. 



ADVANCED COMPUTER ENTERTAINMENT 



State-of-the-art 

ART OF THE STATES 

Special American Issue 



Revealed: the secrets of Lucasfilms" 
Cine ma ware, FTL, Electronic Arts, and Origii 




lolo 







STR: 18 

BEX: 26\ 
IHT: 1?| 

Mag i c 
17/1? 
Health 
90^90 
Level 
3 



7-05-0J6I 10^4 



fluntar : 

>Look-TKou dost 
see 1 portion qF\ 
pie at . 

It ueighs about 
0.2 e tones, 

flgatar : 



WIN this £1500 CD-ROM computer! 




1 



jli 

Ultima VI: 
Exclusive 
Preview 

224 characters, 

16000 objects, 

limitless encounters 





Roman blockbuster 

from the designer of 

Defender of the 

Crown. 
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ATARI AND 

AMIGA SOFTWARE 

VVm haME- on nil raund se-itrclitHi u' d*Ekb 

FOR HIHfr Apply fimN and him vaur First Faur 

g-miiuu h-ti£ Ai-Ojnd ^.&CK? di*ffl'*nt kir>[]iriH lillas. 

for Full drta-ls srrnf a alumped 4ddr&Mtfd &ny*jQpfl 

LOW atAwI PfllCEt 

Alin &*& 5TFM £2»» fwu tree i lb rtitks 

Anniga A600 -it ailv QTI.H poll fr#* 

best quality disks 

Tap quRliry i_plnh*ll*d T, ,% r~ daubla sided dii** 
10lorfU» !*iiwf»i.» 

ZSI[?rf»«& WiOrfWi* 

Happy Discove-rv cartridges for the ST 

Only £143.90 or ££fr5«] fa* ? 

IJfM-iiH i.:*h running M.ir S^1r*riffi and backing lp 

ftfK) ST ^jjlrih-jr^i 10 d^cft 

5 e- 1 "> (1 SAt Fur iJtHdilij 

GAMES & SOFTWARE 

r^apt THC is Tilbury Road, Th&rnoy Ck>», 
Sundarland SH3 4PD 
Td; (09^^8 6351 

Pr:i|i P. Taylor 




> 

JO 



CD 

CD 

o 



SONY LICENSED 3"/ a DISKS Guaranteed f 
Labels 66p eac+i M<ke cm 092S 76 6492 

3.45pm - 5 OOpfTi Then after 9.40 pm, 



Cy&Utc L^o main O7or 

<Cl. ffknri of<C 

Disks from as liHle as £100 Over 600 
disks la choose from. 

Send 25p stamp for lalest catalogue or 

El .25 lor Catalogue Disk which also 
contains other PD/5harewore programs. 

Why pay more? 
35, NtrlhcatB Rod, Slrwd, Kent. ME2 2DH 

Tel 0634 710788 



E ARN UP TO £ 1 BOO a monln every month I For 

details send SAE lo: Mr. G. Austin 137A Milnsr 

Road, BTN, BN2 4BR 



DO NOT BUY 
P.O. SOFTWARE 



Ai leasl not until yuu ha^ s*an CN> lalest 

■: I calalrjgue hwm GOOOMAN P D. 

All TJW latest rJemrjS. games and Utilities 

amiable from only C2.Q0 a dish 

Scrtf W sFarFip * Miflpho™ for rurtte flfitoils 

AT^STOtlLTI 



GOODMAN P.D.L. 

16 Conrad Close. Men Hay filiate, 

Lonq(Ort $tohe on Trent 5T3 ISW 
Tel. 076.2 335650 



- f- CLASSIFIED COUPON " 

All you have to do is fill in the coupon befow including your 
name, address and telephone number and send to: 
Classified Dept N The One, EMAP, Priory Court, 30 - 32 
Farringdon Lane, London EC1R 3AU. 
Maximum 30 words. Your advert will appear in the earliest 
possible edition 






Name:_ 



Address: 



Tel:. 



Have you included the fee of £6.00? 

Make cheques payable to EMAP PUBLICATIONS LTD 

CONDITIONS: 

The Advertisement Manager reserves the right to alter, reject or 
suspend an advertisement without assigning any reason 
Advertisements are accepted subject to approval of copy and to 
the right of the Advertisement Manager to alter, reject or cancel 
any order without explanation. The Proprietors are not liable for 
any loss from any cause whatsoever, nor do they accept liability 
for printers' errors. The Advertisers shall indemnity the Publishers 
in respect ol any claim, cost and expenses arising out of any 
libellous or malicious matter or untrue statement in any 
advertisement published for the advertisers, or any infringement 
of copyright, patent or design therein. The placing of any order will 
be deemed to be an acceptance of these conditions. 



COMPUTACHAT 



Are yOv o camp 



■in.-, ii. i :: i. 
■:-:i-.;:«/-i:i 



xnr ja compute* wrroji pkiy*'. program r^r 
.raw? WcOd you-lita to m<)L*lwi«dt wffli nm* 
eiilkuKiiH.? 

Oral Compute dial and bp«jinr»*<lM>** up la I OpwplA "I 
oticfl. Oral abM game* muiK, art. t^Hwora, Um rrwar* 
-urtrttiippg io da wfl* computaral Swbp l^u. pofctn, cryan 

Ring '!. rrfupnlinhrjl HI 

0898 338939 

£.M*rt an KdpidI ra h&p «*il& aamn proWem> 

GUIDING LIGHT, PO Box 54 
SOUTHWEST MANCHESTER Ml 5 



£1 AMIGA P.D. 
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FUTURE ELiaRONICS 

Computer Repairs Upgrades, 
any type of computer repaired 

051 549 2172 

0695 25881 EVMMtt 

10 Wrabtf Rooilf 

Werwyiide, 133 7SW 



AMIGANUTS UNITED 

(EST 19871 

RED UP-PATING QVfE IHt ODDS FOfl AMK3* 

PTi-itiAHt^ARE PROGS! 

"rt*TV tJQT )QiH iMfe 1HQUSANKOF 5A.H5PFD CLfirQM£tS 

FhAr AKL IN 1*1E KNOWT 

OUR PWCtS 51AH1 FKtM ONW WTYifWCl. StLECTCD 
'H'EBiU wlIM LvERv Us 
MO HirX»N Pttb MO HLM&fKHIP TO HAT 
HljNDHin!i«H.llLlTlES«jAMi5rmMOS „ _ 
FOi A COP* Of 1HI rAAIN 1 990 AUTO KTO»IN(j I- ■ 

DftK JWHK.M ALM>CONTAJW& THBEE Nl[ IGAMB* 

BfirtWoWiftasSiaWi J8i Sff» 



li?, Dai* Vu™ 
AM D FIND- OUT 



SOFTWARE EXCHANGE 



Swap your uS*<J Of oomplEiad A^ga and 

Alari St programs. FREE MEMBERSHIP. 

The OMnomical way lo £arw your hobby. 

Don't lea*B prograjm& on Ihe ShsH colrKlirKj 

dual. G«r replacemwrts to sun your tasles m 

software lor a iracfton of tt» oast ol rww 

pTDgrBfns. MOW? - Juet send a SAE tor M 

oViails to 

UK »0i1war* tjechang* 

Club (THO) 

IB Tunwoll Greave. 

ShaHield, S5.9GB 



AMIGA 500 FOR SALE E*lra memory, 2nd 
Dis« Driva. Over £750 ol Software and 

accessories orly £575 ono. Phone Luton 
(05B2) 582177 Wrwkends (Andy) 
BACKUP ALL SOFTWARE with this great 
Hardware for only £17.50. Send cheque to 
P.Wilson, 1 1 Lingfield App.,Moortown, Leeds 
17. LSI 7 7HL only discs at oood prices and 
other aCdeSSOfias. 

S,E5- SWAP YOUfl SV Amiga/PC games. 
Fasl, reliable service. Stnotly original prog- 
rams only? Send SAE to- S-E-S. 29 Nai-nton 
Crescenl, Chellenham, Gios. GL53 7BD 
FOR SALE, Ikari Warriors, Gunship, 
Dragon SpeeOball , H . F. R -O . Karti ng Grand 
Prix. 4n4, Dark Casila, California Games, 
W.C.LeaderOoard. AH originals lor PC- E5 
each. Also FALCON HO, Tel 0633 262660 
PROGRAMMERS! Amiga sprites, music, 
bilmaps, blitter, chopper etc Explained in a 
new book - "Amiga Games Programmers- 
Guide" Send for it nowi Onfy £9 .-95. 
Cheque'POto: CJ.Ditchburn, 12 Edenpourt, 
St. Andrews. Fife 

TH E FIRST AMIGA C ARTRIOG E This is what 
you Amiga Ireahs ha-^ been wriiftg for, this 
cotiid make (he 'Crackers and Hackfira 1 ' 
redundanl, Send Stamped Addressed 
Envelope lOf full details. Mr A.Smrth, 
Bornefeldef STH 11, 4724 Wadersloh, 
W Germany. 
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Games lor HIRE or PURCHASE 

TflY betore you BUY 

At least 15% off all software. Guaranteed 

Originals 
We have ihc LOWEST Membership & Hira 

F«s of any ST Club 

Try our Public Domain ai LOW LOW pricH 

Swop your Orrtiftals m our SWOPSH0P 

SPECIAL APftlL OFFERS FOR HEW 

UEUBEHS 

New Releases added WEEKLY 

Monthly Newsletter plus Ims of Membership 

Inleraction 

Please enclose LAROE S.A.E. to: 

Cum-Csm Softwafs, Dect TH0. Mermd ;l M.... ,■ 

Nofwood Street, AshlorrJ. Kent TN23 IDG 



tfto 



ATARI ST PUBLIC DOMAIN 
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NOVA PD CLUB 
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The video game celebrates its 18th birthday this 
year, and Atari Games, the company that started it 
all with Pong ? is still going strong. His pockets 
bulging with quarters, Gary Whitta takes a look 
inside the video game industry's greatest innovator. 





Its said that the Japanese take everyone else s 
ideas and do them smaller, better and 
cheaper. But when it comes to arcade games, 
it's everyone else who follows in their 
footsteps. These days you can't go into an 
arcade wiihout overdosing on games from the land 
of I he rising ooinsloK with giants like Sega, Tato, 
CapCom, SNK, and Konami all household names 
to the arcade aficionado. 

But while the Japanese seem ingly contin ue their 
domination oMhe coin-op industry, and (almost) all 
others are crushed in iherr attempt to stop them in 
Iheir tracks, there is one American company that 
not only manages to hold its own agairisl the great 
Oriental steamroller, but also carries on as one of 
the arcade industry's great innovators. 
That company is Atari Games. 
Whi le the name Atari rnig hi suggest a com pany of 
Japanese origins, it prefers hot dogs and Mom's 
appje pie to sushi and Mama-Sans fychees any 
day of the week. Founded by electronkjs wizard and 
visionary Nolan Bushnell in the early 70s, Atari 
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Fu|J, #10 inspiration for Atari* logo 
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qfl^arid Dave greet you Klax-etyle outside Atari 
a ' Em ployaes entrance, Note ifie shrubbery ! 
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Atari pioneered the second- person perspective 
race game with Pole Position {above j and was first 
10 develop the theme further with RoadBlasters 
(below). 
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takes its name from tie das&ic Japanese board 
game Go. Anyone who's played the game will know 
that an Atari is the Go equivalent of check in Chess. 
The well-known logo is a representation on Japan's 
famous volcano Mount Fuji - Busline!) chose it 
because he was a greet ran of the Japanese 
genericism, and wanted to give his firm an Oriental 
flavour. 

Atari erupted in 1 972 with the bat "n 1 ball classic 
Pong What is generally accepted as the worlds 
first video game was designed by Bushnell himserf, 
and was a ru n a way success - for the simple reason 
that nobody had ever seen anything quite like it 
before. Since then, Atari's enjoyed massive 
success with games like Breakout (1976), 
Asteroids (1979), Missile Command (1980), 
Centipede (1931). Pole Position (1962), Star 
Wars (1 983}, Marble Madness (1 964) , PaperBoy 
and Gauntlet (both 1985), Super Sprint (1886), 
and Hard DrivirT {1989) - all of which served to 
ensure that Bushnell's baby was no one-game 
wonder, But even so, the company served up its fair 



A Spinning latter K adorns the opening sequence of 
HSaj( p before H turns into ttie Klax hand symbol 
and then reverts back to lis original state again. 
Apparently, the hand symbol (which was devised by 
Mark) is something that 1 * actually catching on. 
"You've got to have hooks, Someth i n g Tor the pu bile to 
grab onto h n he explains, "And it works, in the arcades 
over here the kids aire actually doing the movement !" 



share of obscurities in its time - ever heard of 
Cloak & Dagger, Arabian. Canyon Bomber or 
Smokey Joe? No? We thought not. 

Before long Atari moved out of (he arcades and 
into the homes with the launch of the VCS 2600 
console and, later, its first home computers in the 
form of the 400/800 range. Since then Atari's been 
responsible tor the forgettable XE/XL machines 
and of course the more memorable ST range, 

Unfortunately, these days Atan isn't the one big 
happy family you might think - in fact it s practically 
divorced from itself Bushnell sold Atari to movie 
giant Warner Communications in the fate 70s, and it 
wasn't until the early 80s that ex-Commodore boss 
Jack Tramiel arrived on the scene to buy it back - 
but only ha)f of it. The slory goes that Tramiel was 
on I y interested in the home computing side of Atari r 
as he was hoping to buy the Amiga from its 
developers and release it as an Atari machine. For 
this reason, he only bought the computing arm of 
the company (known as Atari Corporation), leaving 
Atari Games as a separate company, 
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of Markt many Klax backdrop playfialds in its simplest form the tiles are simply added by the program. 



IVIdl»gran 
AtiffFa tech 



Perce's computer-produced schematic: 
im is perhaps the easiest way to understand 
i technical process. Each member of the teem 
work* at their own terminals (with the programmer 
using a Processor Emulator to see how the game 
currently looks) before downloading everything Into 
the VAX, which then compiles and compresses 
everything before feeding it to the EPROM Burner . 
Simple eh? 
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Today. Atari Games and Atari Corporation rarely 
interact - they &*$ even based in completely 
different offices, and in a sense they are actually in 
competition. When Atari Games decided to move 
into ttie expanding home market by producing 
software, Atari Corporation stepped in to tell its 
sister ! that it wasn t allowed to use the name Atari in 
the home computer market. For this reason, Atan 
Games came up with vis own publishing label: 
Tengen, which again comes from the board game 
Go. The Tengen is the name given to the centre of 
the board And as Domark's General Manager 
John Kavanagh explains , that's why you wont find 
the Atari Games name or logo on any of Domark's 
long line of Atari coin -op conversions - Tramiel 
bought the rights to use the Atari name on 
consumer prod nets as part of the terms oN he sate 
Atari Games, therefore, has to market its software 
under a different name, 

That, however, hasn t put Atari Games off in the 
leasL With over 1 40 (count em) coin-ops under its 
belt, a string otitsown arcades in the USA and over 




tjrammer Dave Akers (who used to work for 
el Electronics, the manufacturers of the now 
defunct I ntelli vision game console) and Mark Pierce 
**th their development system hardware, No fancy 
cabinets here H's Just a prototype circuit board 
hooked up to a monitor P 

Draff Fuller, head of Audio at Atari gets on down' in 
Dtils office, with the help of some of his funN -ma king 
technology 





J "ha whole of the Klax team assembles Tor a rare group shot. From tett-to-right: John Salnitz {operating system 
software | Pat McCarthy (hardware design head), Dave Akera (programmer) Mark Pierce, (designer graphic: 
1st and project leader}, Farrokh Khodadadi (technician), and last but not least, audio man Brad Fuller (front). 



400 people employed worldwide, Atari is one of the 

most prolific games manufacturers in the world 
today - and one of the wealthiest, with the 
company expecting to rake in over 100 million 
dollars this year alone! 

Its el Atari Games' headquarters in MiJpitas. 
California, that the games are conceived, 
developed and produced. You name it - Star Wars, 
Paperboy, Gauntlet, Super Sprint, Hard DrivirT... 
Ifrey are all the work of Ihe development person nel 
based there. 

One member of that team is the man behind 
some of the company ' s biggest successes over the 
last few years - 31 -year old Mark Stephen Pierce, 
one of Atari's principal games designers, who 
comes from a rather unlikely background: he was 
an artist long before he ever went near a computer. 

Mark's career as a binary Boticelli began while 
studying at the School Of Arts Institute in Chicago, It 
was here than the two vocations he currently excels 
in came together. . . " In my final year the school got a 
ZGrass computer which I started playing around 



with, drawing and animating with ri. I did some 
animations of taJkrng feces, which were seen by the 
guy who invented the machine. He asked me lo 
oome and work for him, 90 I did s writing animation 
demos for trade shows, like the Consumer 
Electronics Show. f was just making characters run 
around on screen to show off the capabilities of the 
Astrocade machines/ 

"I also co-wrote a game in 1982 called 
Professor PacMan , which was basically a multiple 
choice questions and answers game with animated 
sequences. The Astrocade was very similar to the 
hardware inside the Baliy coin-ops of the time. 
Professor PacMan sold about a thousand copies, 
and after that, in 1964, 1 started a company called 
Macromind, writing productivity tools - basically 
music and art utilities - for a while, and then I sold 
out my share in Ihe company, and then wrote the 
platform game Dark Castle for ihe Macintosh ." 

The move lo Atari Games came about in 1986 
when Mark moved to California: u l knew that there 
are more computers per square mile there than 



Mont and mora coin-ops are carrying an anti-drugs 
metsage in their opening sequences - and Klax is 
no exception, as you can see here, "We have an 
agreement with the government to display the 
message on the front end of our games/ Mark reveals. 
** We otmga, and they give us a bit of publicity in return/ 



anywhere elss in the country." California is the 
home-base of jusl about every major developer and 
publishing company in the States, including 
Cinemeware, Lucastilm, Epyx, Spectrum 
HotoByte, Electronic Arts, Activisksn, hardware 
manufacturer Apple - and of course Atari. 

Atari has earned itself a reputation for originality 
since its inception, with innovative wares such as 
Lunar Lander, I, Robot, Marble Madness, 
Gauntlet, and Cyberball all breaking new ground 
and inspiring many - including Mark: "I joined Atari 
because I wanted to produce something different - 
something more challenging. There are so many 
shooting and fighting games in the arcades, and 
that jusl wasn't the thing I wanted to get into/ 

Mark's first project for Atari was the ageing 
race-and -destroy classic RoadBlasters. for which 
he produced the graphics and co-designed with 
programmers Bonnie Smilhson and Richard Moore 
over the cou rse of a year, J ' I sliU play RoadblasLers, " 
Mark confesses, "I think its e great game because 
it's so simple. I really like the combination of driving 




SOUND HEAD 



Sound is something that's rarely noticed in today 5 arcades 

with (he combined din ol all ihe machines going at once 
it's difficult to make out anything al all. But even so P Atari 
takes its sound every bil as seriously as its graphics and 
game designs - and oo-one takes it more senously Chan 
Brad Fuller, Atari's head of audio development and his 
three-man team. Alter studying at the Indiana School of 
Music, Brad went on to write advertising jingles before 
joining Alan - he's been there for eight years* and has 
produced Ihe sonics lor (among many others), Marble 
Madness, RoadBlaslers, CyberbalL Firefox (based on the 
Clint Eastwood film), Bl asteroid*, Escape From The 
Planet Of The Robol Monsle*s and now Klax. 

Brad's leam comprises three composers (including 
himself), who design and create alt me music and sound 
effects, plus a Design Engineer, whose job it is Bo ensure 
lhal everything is going lo plan and works from a technical 
point ol view. 

As Brad explains, in the world ol coin -op development, 
sound is anything but an afterthought: "We work very 
closely with the Project Leader and his learn, and make 
sure to keep up to dale with the game - we have lo make 
constant checks^ as we never desion a particular effect 
until we see trie visual that it has to come from/ 

With developments in sound technology constantly on 
the move, Brad "s always got something new to work with - 



but at the end of the day he's limited by Ihe technical 
constraints of the machine itsell; "Currently we use PCs, 
with some Yamaha synths for the keyboard effects. But 
when we're actually designing and composing a tune for 
the first time, we use the old methods We write it cut en 
score paper and play it on piano before taking it to the 
computer." 

Effects-wise, Brads team has a large ready-made 
sound library slored on CD, where the majority of the SFX 
come from: "We have plenty ol gunshots and explosions, 
and we play around with ihese to get the desired effect" 
But it's noi always that simple, as Brad often has to get his 
eff eels from other - sometimes unlikely - sources: "The 
klick-klack sound of the liles in Klax was created rjy playing 
around with the sounds of people's voices, and also from 
musical wood blocks The scream that occurs when a tile 
fails mio tbe abyss is actually Mark Pierce's." 

" It s tricky - at first you may have a sound that wool flt, 
but you can p ;ay with it and after a while rt works. You can t 
just look at your sound library and say "which of these 
effects sounds like a tile' - and anyway, what does a tile 
sound like?" 

For the purposes of speech, no expense is spared, with 
Atari hiring professional talents 1 lo come in and recite a 
script lhal has been produced in the style that the team 
requires. Once it's recorded. !'• played around with tike 



any other effect until it's perfect. 

Brad' s views an arcade game 's sound as one of its most 
important aspects he damns it's as least as important as 
ihe sound in a film And he's proud ol what he produces: "I 
don 'I want to sound pompous , but I think Atari produces Ihe 
best coin-op sound. The sound produced by other 
manufacturers is like pop music, bul with us we're creating 
something mote atmospheric. My goal is to produce sound 
that heightens the overall experience* and lo increase the 
enjoyment value ol a game." 

Surprisingly. Brad is aJso quite concerned aboul coin-op 
sound - or at least the amount ol it: In Ihe arcades over 
here , the owners like to turn al I the volumes up real loud, lo 
get people interested, but with all the machines going it gets 
lusl too loud. I recently measured Ihe level of sound in a few 
arcades, and it was actually reacting levels that can be 
harmful lo the ear. With Firefox, we included a jack socket 
that people could plug their headphones into, but that's 
actually worse, as the kids just turn ihe volume right up. " 

As tor the future of sound , Brad foresees what he calls 3D 
sound making an appearance. "Sound effects will be 
positioned, so that when something happens on-screen h 
you ' It be able to localise the sound effect to lhal point - it's 
all done with the position ingol Ihe speakers," he muses. "I 
think that as technology increases we'll be hearing sound 
that sounds more like real instruments. The whole 
experience will be much more film -like." 








Mark designed and drew the opening sequence lor Escape in ih« style of the OTT comic books that he avidly 
col lects. Its tongue-ln-ch e*k style is typical of the rest of the game, with b ig -c nested guys ngals battling it out 
with tin army of mutant cyborgsi 



and shooting. Ever since we did Road blasters I've 
been really into race games, but only in the arcades. 
I think racing games at home lose the feel because 
of the lack of a steering wheel." 

After RoadBlaslers, Mark set about with 
Roadblasters programmer Bonnie Srnilhson pro- 
ducing his biggest and most time-cons jming 
project to date Escape Prom The Planet Of The 
Robot Mon&ters {which, for the record, boasts the 
longest game title in coin -op history). From 
conception to completion, Mark and his team spent 
over two years on Escape But the inspiration for 
such an escapist concept has been around for even 
longer since Marks childhood in fact. 

"My Dad sells comic books for a living, and has 
done since I was a boy, so I grew up with them. I've 
always bean Fascinated by them, and in particular 
Ihe concept of an interactive comic book - 
something where you could actually influence the 
story rather lhan just following along with it. That's 
what I was trying to do with Escape - if snot perfect, 
but I think it's getting close to the ideal. As for the 



scenario, I was influenced mainly by the 60s 
Science Fiction B-movies like Plan 9 From Outer 
Space p The Day The Earth Stood Slill and all those 
other reatly terrible movies." 

While Escape doesn't offer anything radically 
different in Ihe gamepJay stakes - it's just a matter 
of shooting tie robots and rescuing the prisoners - 
Mark believes the presentation sets it apart: "The 
isometric viewpoint is perfect - it works so well 
because by looking down into a room from the 
comer you can see just about everything there is to 
see. it worked ir Zasxon , 720* and Populous and I 
think it works here too. It was easier for us to do as 
weil we just took the old Isometric Playfield 
Generator that was written for and used in Marble 
Madness and put it to work here - the basic 
routines that run Escape and Marble Madness are 
one and the same." 

After working on Escape for over two years 
(which Mark puts down to the sheer size of the 
game), he's now a little tired of the project and was 
glad to see it completed. Even so, he still feels 
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utt on* of Mark's many Irvgam* cartoon 
luences that give Escape it s cartoon-like favour. 



GOOD JOB! 

. NOW GET TO THE 
NEXT FfiCTORy AND 

GET OUR PEOPLE 
OFF OF THAT 

f PLANET! 
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there's room for improvement; "Looking bade on 
Escape, I'm pleased with it Sot if I was starting 
again on it now, I'd like to do things a bit differently. 
For a start I'd want more flare and more action to 
make the whole thing more hectic. At the moment 
it ' s not as pacey as I d h ave liked. And I would have 
fiked lo have given the player more oontrd over 
Jake and Duke by giving them more combat-like 
moves, rather than just shooting away, I (ike the 
games where you've got a whole array of fighting 
moves, and that would have worked and added 
atmosphere to Escape. Ir The chance of a second 
attempt seems unlikely: "H took over two years lo 
put together - there's no way I want to go through 
all that again just to produce one game. Al( I wanted 
to do next was produce something playable, 
compact and relatively quick to develop." 

So he did. The result was the comparatively 
serene Klax. aimed at the same market as the 
classic mental agility lest Tetrls, 

"Our Marketing people saw that Tetns had 
created a niche in the market, and 1 could see the 

: 5 tapes end of level Bosses are built from 
indent components the arms, lags, head 
are drawn separately, as shown, and then 
Br to creates finished monster. "It's realty a 
■I constraint of the hardware wa have," Mark 
explains, "We can't draw a sprite tagger than $4 pixels 
square, so I have to draw them this way. Its actually 
harder to do this way, but it is useTul as It means wa can 
swap around pieces of monsters to make completely 
new ones I lis also quite convenient for me, as one of 
the programs I did when I was doing demos for the C ES 
show was a monster -maker kit, where you had a set of 
pieces you used to make monsters-* 1 
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i s Is how it looks with all the elements in place 
- comic-book capers Atari-style, 




Eicipi £rai Dip P-J«n«f oT Clip Hpt»t Hor.i.c*n j^ 4 LL 

..«..- 1 Chi ?j« t pi ylJ] ftpr, t * nK^ti la, lwil> ILL, nr »urr* 4 ch* 7S 
*iLnE lipiUh |Hrn*it S -. ffc+r* pLLL th-n b- in tHfrin*]*., il*l-e *cuj de 
du-.h »R]AiilOh* A IK? th* kpclci wHl fa* dlilitld ill«VlH Eh* ujiypr 
*n p*pf cp Ihp r.nc |«rt#>El v4 V1 . 



E»r»L»« Ir4* CM P-l-n-r o! ih* M vUut H:-,itir» 



Ar«p bfliirii 



tJ\* Pli.-.+ i ,-.( i.h C fcafc-at tan. 



Fiq* r 




"•iJJ MntiJr, vmrLddj **jf-jn4 #nd nut ba ofan*4 
yJth m III L«S.fE ^ T . .'.bb-pLn^ t* blpjii In4 ImIjH 
*K» "E* plkHtac » J p I .. ■ | v * 1 qj innidii will CiUPi 
Eh* l-bckpr W *Lpw op dtiirfipi^ -|J I Hit mnpini 
*LL±.Lr. Hd ir«ji i.i.) 4 <j-iiiuv : uua. canEuiilan *rpp ■:■ I Lii 

plnl*. 



ThBJfl prp 1 EX-iiJL-lJ Ity L-a b» ct.r.^4tT +1 llUE In 
Lhi Uivilnpiinr. cyc]p uhlch h J 3 3f Uph ■ p] ■whe be. 1unn 



~cr.Y4jrar chUj. 

■ 

:h*j* wLLL *]]|ph tl.p plnyi-E is ^ pi ■;.. |]*p/M th*E ek*. C4wLd 
uLPvl-rLiv nut ranch. 1hp t-t-j I -1 1 S tiuh eJm ^L.i^r r,;, .j» LkuLn-j tar 
j_dq*B*ni tah<-ii jupiujv) on t-J aE r r*j fc+lt. 1h*r« vL I I bi | h-MiTd it 
th* -nd of ch* IKh DPJt t hi t E.M pLjytr ■ *« •#•!! L,Lng puJ.L*d Lntn. 



*■:■*?* 1:1*14*1 




*/ p 



En VJC I ■■■jl- IwLd-Llnna uaund rhp 
FMttiffu Iotcb JlHldH win pcjnd Lh fh* 
"y Of Eh» kJdyrEft [.{ &?£■■■. TtlfPf 

■ill fjpph DlY irri pn it vieIdui 
InEPETHJH. Te Ehp p3 »VI-E lir LiuqihL In 
phi tlipr. 31 hHHlth pr. Ir.ru h|jj bi 



••rap- dflAin 



"■■■■'■■ 

Th*tp *L]] bi fat pi thp fnJJbHlnf mi Lj-^lii. 
L. FKbcEj^ Dm. 

2. Mo. *■£ ■: c pc '. mi |ELiExan» r yi-| j; , 

!■ CicLPEsr Mir*. 

4. Lm u-r ; I c-.- tftdtr plv* (fLrtuu r>pi . |. 

fcs*d^ b» nr«v deter,- En mrt fii»f V¥*Jli 

TtCTMty mveh 

J- 
lath fpEfcnrv ul]] hi Nidi up uJ I cJpeh be f ]■.■■.■£*. About m I ■>i,-t J 
4nd i qUiiCiE hIJJ Up ilaih.F c,n th* KIMi hL ■ felw. fiich '. !■■ wiiL 
L. an th* rvprifi |. U4 K 3*| pJii-j KEtthi krlpM, ThP biCkii PundB 

hi J J Hhnu Lhp i *rr i*r i p-b. IntPEJ-c-r Ufa Id uj|l ppi||j| pe bjpe.p.3 yiijjki *r,.1 
ClHTI hJLJ] Jk-:i, qhd^PEE *. .J J= .ip pi -i . . : i . |.j,- r. (!«■[ H J : : hhrp * 
■ U]r Irudr vt Eyp:ti t* flnfat. ll-WHtl In l*/w* -iwri. t-: tnr. p c v f irpJ^, 
ird an pi.-:ilj[-:r r<. i .4 ■« EJh* ta th* niii t«ir. 

Gpr.prjLL r *K4L-ILqEi vl:LL t-i em Th* r J r |..gi a£ El* bd*r jr« 
y»*E# IlHi pliqnrtl intirij £4U4lhu thH fllij*«: to hjiu« Eu (Lufct hb I ui .■ 
,f rOU Eli (Uqi. IiciLjcari k >| I | opir^li Erikljr Ln tha df diE«4-Eli* 
Lr-ii-it r MflJi rJl.iliiy Lhi j.l«V4TJ ■..UABAr.i Lu in ■n|rdL T ■dfahLf 
dlrwtiffl. ^rtMijnr Im1±b f rare* TSildi, trip dDDn r UJ.lir*. *M 
alh-r bJiflrd. H Mil Ji ifttrlbut.p 1. 1 ] ] M l ttl ifl^wiE ln dLrr*r*-i 
LHIILMI iiDund thp. fdCforUi. EliyiEB cin puah ^Ji^ 1 ^ aLL Lh« 

curr-iikf «dj 4 a £ thi -.ipe pi yin * H Ji]] H jj ^hpjiiuxni, mwn 

u-LJJ wark «nd Mghr. r.hiJe H iy up Lhrtu-jh thp lUri p ! thp l*cinrY ia 
Chi lup IIpe uhPEP E.h*y h|]] bi IL th* Lnqlnnjr^ nf p P]*i. i„ n i. 




B if ore a game goes into development, the Project Leader must convince the Atari board that It's worth expending valuable time, money and effort on. An extensive 
Initiation Packet' is used to convey this, and Include* game designs, features and sketches so everyone has a detailed Idea of how the game will look end even feel 
before ii ! s tiaited. These three pages from Marks Initiation Packet for Escape were produced in 1987 and show his original outline (which goes right down to the way in 
which the alien waves work and the pixel sl» ol the play area) as well as his rough pencil sketches of how the game should look. 



same thing by watching people play it in the 
arcades. VWal I noticed most was that it was 
attracting older players - probably because its 
more of a th in king game . And I could see th at people 
were getting satisfaction out of playing it. Telris tias 
a strange appeal - it's simple, andthegameplay is 
well balanced between the tension of building 
something up and the relief of removing lines.'" 

With the seed implanted, Mark set about 
producing ideas lor gameplay - by which time 
clones were already appearing. They were mostly 
just the same game presented differently, and any 
twists in the gameplay failed to generate the same 
kindof tension as the origin at let alone tm prove on 
it: w With Klax I warned to produce something along 
the same lines, and so create a similar sort of 
appeal, while giving it a gameplay style all of its 
own." 

No easy task. 

1 1 knew that to create a game similar in style to 
Tetris. the rules had to be simpfe, but i wanted to do 



something with a little extra to it as well; That little 
extra manifests itsejf in the shape of gravity. 

Witti Tetris, blocks fall when lines disappear, but 
only by a single line there's no real gravity, and so 
it s impossible lo set up chain reactions With Klax 
however, Mark did Newton proud by incorporating a 
true sense of gravity. The tiles are supposed to be 
stacked as they would for real, so when you take 
some away K the tiles above fall down until they land 
on another. This allows the player to create a Klax 
that in turn creates another by I he very act of the 
relevant blocks disappearing and causing others to 
fall. 

The idea of making lines of three or more came 
from Tic-Tar>Toe - which is why Atari is calling 
Klax the Tic-Tac-Tile game. "I think it s got enough 
original elements of its own to not be called just 
another Tetris clone. One Ihing 1 really like about 
Klax is that it s a videogame only - there s no way it 
could be done in any other format 

It probably wont come as any great surprise to 
learn that even though Mark is pleased with the way 




Klax has turned out, he still feels that there's room 
for improvement. ,L When we came lo giving Klax a 
name, I wanted to call il something that reflected its 
simplicity - something short, and in complete 
contrast to Escape So I sat down with Dave Akers 
and said; Okay, we've got five minutes to come up 
with a title.' Dave just came out with Klax, and we 
liked it because it was short and it also sounded like 
the klack-klack sound of the tiles as I hey roll down 
the screen. Looking back N I think that's an idea that 
could have been taken further/ 1 

From the amount of knowledge we have of how 
arcade machines are developed, we might as well 
just assume that Mr Atari comes along, sprinkles his 
magic pixie dust on an empty cabinet and presto f A 
new game. No such luck - putting together a 
coin-op is much the same as putting together a 
home computer game... but on a grander scale, as 
Mark reveals: "When were thinking about 
designing a new game, we have to listen to our 
Marketing people, who inform us of what's popular 

As you can see, sometimes the workload can just be 
oo much end when the going gets tough, the 
i audit 'relax Dave takes a well-earned kip white Mark 
swots up on i he 1 &-bi i scene and where better to do 
that than in the magazine they call... The One. 



3 years ol intense labour later r , , an Escape 
FFrorn The Planet Of The Robot Monsters arcade 
machine. 






FACT 7 

and what's likely to make money in the arcades, 
which is what happened with Klax. H 

Bui that s rot to say that Mark and his team dont 
have freedom when deciding what to do, and if they 
want to create something total ly off th £ wall they can 

- look at Escape From The Planet Of The Robot 
Monsters 

With a game concept invented' a Project Leader 
has to assemble an interested party of half a dozen 
or so people, comprising a programmer, graphic 
artist, animator, musician, and hardware engineer, 
The PL gives them all an idea of what has got to be 
done. 

"The first thing that's done is that the project is 
sketched out in rough - game type, objectives and 
so on, and a schedule is made up for the team to 
work lo s as it ' s *ital they haw e the game fin ished by a 
certain time." 

This might sound tike the Project Leader has an 
easy ti me of it, but Mark is quick to prove otherwise: 
"A Project Leader oversees all the work on the 
game h but he often also contributes to it in Mis own 

resigning all of Escape's 25 robot factories would 
LAiave taken a lifetime if bulll from scratch every 
time, to Mark developed a much more convenient 
technique: he designed and drew a set of 226 unique 
playf teid tiles floor sections , E lectro Stairs and so on 

- and than pieced the m together like a Lego model to 
create a complete level. "Again we were constricted 
by the graphical limitations that the hardware set us, 
so the levels had to be bu i It piece by piece I n this way, " 
says Mark, 




The similarity between the Klax hand symbol and Mr 

I Speck's Vulcan "Live Long And Prosper gesture 

did Mt go tin noticed at Atari - in fact Mark keeps this 

poster above his desk with the caption: "Sorry Spock 

close but no cigar!" 



Oo you want to know what's inside those massive 
Onrcade cabinets... well, not a lot on the face of It. 
Hart tor example Is a prototype game board for 
EsVpe From The Planet Of The Rabat Monsters the - 
whole game Is on this board that measures only 
around a tool square I 




lAfhen creating Escape's robot factories, 

W made use of the Computer Aided Design package 

AutoCAD : "This is the only way we can see the whole of 

a levef at onetime. Thecoln-op has a test mode, bull it 
doesn't allow us to see a complete level, because 
they're so big. Four of those small rectangles on the 
map roughly equals one screen. "■ 

way I was Project Leader on Escape and Klax, but I 
also designed both games and did the graphics. 
And believe me, you have to take care of everything 
from making sure the work goes according to 
schedule to checking that the heating duct above 
the programmers is running at the correct 
temperature ! " 

Now that the Idea has become a real game 
design, the team can start work actually writing it. 
Even during the technical stages there's not a great 
deal to differentiate between coin- op and home 
computer game developments 

"Ail Atari coin-ops today are written in C - that's 
the most popular Language with the programmers 
here, I guess The actual programming work is 
carried out on standard terminals, and then 
transferred into our VAX machines where il's 
compiled and compressed. Finally it's downloaded 
from there through an EPROM burner and onto the 
hardware for the game that the engineer has put 
together. Every coin-ops hardware is different - 
partly because each game is different, and partly as 




a form of oopy protection. 

Mark s graphics are produced on a PC - but 
using Atari's own specially written utility: FLAD 
(Rendering and Animation Design). "It's basically a 
standard paint tool with some animation facilities. I 
design and draw on the PC before uploading 
everything to the VAX to be compressed."' 

An Atari game takes, on average, around a year 
to produce - but then an average can come from 
two extremes, which is certainly in Mark's case - 
Escape took over two years to put together, 
whereas Klax was written in just four months f 

Mark feels thai game design is the most difficult 
and time-consuming, and yet most rewarding task: 
"With an arcade game you have to be vary careful 
with the design. What you Ye trying to do is create 
something that people will want to play and keep 
playing, if you go to see a movie, you pay your six 
dollars and go in - if you decide hallway through 
that you dorVt like it, there's not a lot you can do 
about it as you ve already paid to see it. If you buy a 
piece of software, you pay your 30 dollars then take 






The pflayfield tiles that make up Escape s robot 
factories are left bare until a leval is completed - it's 
only then that the supply lockers and aliens are 
dropped into the correct positions, 



«ve Alters and Mark Pierce hard art work - the 
[mil rial that the game is actually written on is on 
the left (which is hooked up to the VAX in another 
room). On the shelf above sits the Processor Emulator 
which drives the prototype development hardware 
{where the game is actually tested) on the right. 



it home, and again, if you don't like it, it's too late - 
you've already paid But wtlh an arcade game you 
only have to put in a quarter, and it you decide in 
your first game Urgh, ihis sucks', you can leave it 
and youVe only spent 25 cents " 

So if an arcade game is to recoup its investment, 
il's got to hook people from the very beginning and 
hold on tight. u Yoci have to keep the task simple, so 
that the potential player will look it and say 1 can do 
that, while graphically it has to took sexy and 
inviting. That s really ail you need to git somebody 
playing, but keeping them playing is the hard part- 
It's vita! that you get the level of difficulty right - if a 
game's too tough, the player will give up, and if it's 

too easy you couki have one person playing all day" 
on justone quarter. The ideal level of difficulty is one 
that makes a quarter last about a minute and a half." 

But unlike appearances, the level of difficulty is a 
much more demanding deception, as arcade 
players vary greatly in their levels of skill and 
patience So before a game is released pI's played 
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extensively by the teams at Atari and then put on 
Field 1est\ where a lew prototype machines and 
placed in arcades around the country and the 
reaction to them is graded. 

"You can normally tell at the very start if a 
coin-op's going lo sell - we always keep one test 
machine running in the lab, and if it's rarely played 
by the peopte here, it's probably not going to do well 
m the arcades either. Fortunately Klax H which has 
just been released, has always got a queue of 
people waiting to play it here, so we have a pretty 
good feeling about it!" 

Only when a machine goes on field test can the 
publics response be gauged, so naturally Atari 
makes I he best use it can of the time that the 
machine's out on trial'. The prototype machines 
used are equipped with special video recorders that 
videotape the games played on it When the 
machines are recalled the tape is played back so 
that the team can see if players are exploiting any 
potentially disastrous bugs or unexpected design 
f taws and iron them out before ihe machines go on 

Between the LkjuIs ol hostage rescuing in Escape. 
Jake and Duke indulge in a little high-speed maze 
t^Hb In state-oMhe-art Cybe-rsledS- The comic- 
book foHl 15 ever-present, as ycxi can see in the 
animation frames for this section the Cybersled 
bends like rubber when it hits a wall, squashing the 
driver, while Jake and Duke turn round In their seats to 
pilot the ship In reverse! 

stages in Escape need just as many animation 
lea as anything else if not more, due to the 
va^py of act ions they perform. At first they are hard at 
w ij rk [but not at their mac h i nery , as this Is added later 
as a separate sprite) as In frames 20 to 24. or kept In 
cy rogenic suspension (frame 61 ). If they ere shot they 
get f btt frazzled {frame 99), but if touched they are 
beamed onto the escape shuttle (trames 04 to H6)- 
They even go into Zombie mode, with grey 9km and 
glowing yellow eyes! 





release. In addition a computer printout provides 
pages of statistics I hat are dissected to find out just 
how good people are at playing the game, 

But at the end of the day. all that counts is the 
amount of money a machine takes - or b coindrops' 
as Mark refers to them. M A machine has to make 
money wil hi n its first six weeks or it's not going to be 
successful. If an arcade owner orders a few 
machines, and they dorft start making money 
quickly, he wont order any more - and he could 
well lei I his arcade owner Mends who wont order 
any at all." 

So just how 'big' does a coin-op have to be to be 
classified as a success? These days, anyth ing that 
sells over 1G F 0OG units is fantastic," Mark reveals. 
"Although back in the early days of the industry, 
machines could be expected to do a lot more than 
that Tempest, for example, took over 30,000 
orders in its first DAY on release Williams' 
DefenrJer has sold over 50 000, and Ms PacMan 
123,000!" 

So why the slump? "I think because when this 



As part of his Initiation Packet'. Mart: drew up this 
static picture to provide a rough Idea of how Klax 
would work. And while the finished game looks a lot 
{Hffmnt (the tiles and playf ield are only hall the *i ze). 
Mark actually prefers his Original version: "When we 
actually came lo write Klaie, wa had to scale down ihe 
graphics so that a two-player mode would work. This 
original version, which we had running in Ihe office for 
about two months, has much larger thtes-, which I 
prefer, and ks a much purer game. Irs more— tactile," 






Arcade machines arc manurf aclured piece by piece, 
Hkd the components stored here before they are 
iissflbbled and shipped out to arcades worldwide. 
Mere, a thousand or ho Klax control panels wart to be 
fixed to their cabinets. 
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ps coin-ops everywhere, but not a game to 

Atari's warehouse is currently packed out 

undreds of empty Max cablets, waiting to be 
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business firsl started, we were dealing with a brand 
raw technology, &o there was a lot of excitement 
and a certain amount of novelty ualue, And also at 
the time, the people who played arcade games 
were a lol older - around 18 to 25, and so they had 
more money to spend lhan the average 1 4 year-old 
arcade player of today Now the big novelty is gone, 
but 1 think at leasl the business is much more sane 
now. And there's still the occasional massive hit 
Gauntlet is probabty one of the biggest sellers that 
Atari has ever had" 

Mark admits to being a great fan ot the classic 
coin-ops of yesteryear. Defender t Tempest and 
Galaga rank amongst his favourites, but what does 
he think of the machi nes commonly found in today ' s 
arcades? "Most of the games over here are either 
horizontally-scroliing blasters or sideways- 
scrolling combat games, which I think is a shame. I 
Ihink that while they're not at all original they'll 
always be a market for them, so the companies will 
just keep on making them. Its like rock n 1 roll - 
most of the popular music in the charts today isn't 



if 



Escape sprites, this time it's the secondary 
phics: power- up g 
Isplays and so on. 



Kics: power-up gems, the supply lockers, 
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TUs Is where it all happens at the Auto Insertion 
machines- Blank circuit boards are fed into the 
machine at rapid-fire spE*ed, and the chips are stuck 
down on lei Ihem mechanically In a computer-driven 
oraSr^ liters iiy seconds later, and a finished Klax 
board Is ready to go! 

too good, but, they'll keep cranking it out because 
that's what in demand." 

Tin not sure about the Operation Thunderbolt 
style gun games. I don't believe that playing those 
games is going to turn anyone into a kilter or 
anything like that , but even so I don 't think if sa good 
idea to make people feel comfortable about the idea 
of having a gun in your hand and shooting things/' 

At home, Mark ' s recently been up to his eibo ws in 
SlmCity 'I like it - you get a certain kind of 
satisfaction out of playing it It's kind of like lending a 
garden; 

And the future ? Wh at kind of technology is going 
to be eating coins in years to come? Tm not sure, 
but I do have a few ideas about the kind of thing I'd 
like to see . I d I ike to expam) what ' s playable in the 
arcades by moving away from shoot em ups and 
the like and do something else. Om idea that might 
work would bean RPGcoin op - each player would 
buy a card that d be inserted into the machine to 
start the game. Thai card would have the player's 
character stored on it - all Ihe information about 
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|X Uks complex scoring system and the way in which 
ISjhe computer keeps track of everything Is shown 
on screen in as simple a format as possible. Even for 
something as straightforward as this, a host of 
graphics have 10 be drawn up everything from the 
score counter to the displays on ttie drop meter. 



A Iter being manufactured in the Auto Insertion 
f V l MC hines, the finished Klax board* hang around, 
pi Ted on top of each other, wailing to be stuffed I mo 
thewcabinets and shipped out. 




strengths, skills, objects carried and the machine 
would read from and write to the card accordingly. 
With that system you could carry your character 

around in your back pocket and carry on your game 
whenever you sea a machine." 

Sadly; we aren't likely to see anything like that tor 
a while yet. and for the moment, Mark prefers to look 
more to the immediate Mure 'Klax has jusl started 
to ship, and from what we've heard so far, it's 
already doing well . One machine in Manhattan is 
taking 400 dollars a week! I don't want to jinx 
anything by saying that Klax is going to be as big as 
Tetris, but I certainly hope that it will." 

So what s next? I'm reaily not sure. After Klax I 
think I'd like to do a bit more of an action game 1 ' 
Beyond that, Mark doesn't really know - by I it's a 
sure-Fire bet it's worth waiting for. 



Even if he spends two years writing ft 



A 



HMpf Ifrarnes of animation are needed to make a Klax 
FtH* loll over once ? and to flet it from the bach to the 
front of the table, it has to go through 20 increases in 
size. To make matters worse, the tiles have to be 
drawn from three angles, to allow them to move 
realistically down any part ol the table, Mark had to put 
together a staggering 143 tile animation frames (all of 
which are seen here) to make the animation work. 
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...fort/our nearest /66/f games specfa/isf 



CORNWALL 

Truro Micro Ltd 
Bridge House, 
New Bridge St. 
Truro, 

Cornwall TR I 2AA 
0872 40043 

Heteion Computer Centre 
Russell Knights House, 
Coinage hull St, 

Helton, 

Cornwall TFU 3 SEE 

0326 563765 



DEVON 

Computerbase 
2 1 Market Ave, 
City Centre, 
Plymouth, 
Devon 
0752 672 1 IB 

Flagstar Computers Ltd 

The Totnes Computer Centre, 

I Apple Lane, 

High Street, 

Totnes, 

Devon 

0803 865520 

The Games Cupboard 

5 New Bridge Street, 

Exeter, 

Devon EX4 JJW 

0392 214128 



DORSET 

Columbia Computers 
17 Columbia Road, 
Bournemouth, 
Dorset 
0202 S3S542 



ESSEX 

EES Computer Ltd 
88/90 London Road, 
Southend on Sea, 
Esse* SSI IPG 
0702 354624 
0702 335443 

llfard Computer Centre 

122 Lex Street 

llford, 

Essex 

01 553 4(39 



Starbyte Computers 

416 Cranbrook Road, 

Cants Hill 

llford, 

Essex IG2 6HW 

01 518 1221 



HERTFORDSHIRE 

Faxminsler Ltd 
25 Market Square, 

Hemel Hernpsted, 
Hertfordshire 
0442 55044 

Games Keeper 
1 Station Road, 
Letchworth, 
Hertfordshire 
0462 672647 



KENT 

The Micro Machine 

3S4 High Street, 

Chatham, 

Kern 

0634 831870 



LANCASHIRE 

PV Computers 
104 Abbey Street, 
Atcrington, 
Lancashire BBS IEE 
0254 35145 

Stewart Electronics 
Micros + Music 
85 Penny Meadow, 
Ashton under Lyric, 
Greater Manchester. 
Lancashire 
0£l 339 0504 

VU-Data 

203 Stamford Street, 

Ashton under Lyme, 
Greater Manchester, 
Lancashire 
061 3190326 



LEICESTERSHIRE 

Mays Computer Centre 
S7 Churchgatc, 
Leicester 
0533 516799 



LONDON 

Adams World of Software Ltd 
779 High Road, 
North Finchley, 
North London N 1 2 
01 446 2241 

Adams World of Software Ltd 

265 Station Road, 

Harrow, 

NW London 
01 863 7262 

Spectresoft 

jubilee Covered Market, 

Coveni Garden, 

London WC2B 

0831 469293 

ST and Amiga Shop 
202.203 Shopping Hall, 
Myrtle ftoad. 
East Ham, 
London E6 

01 4718900 

Video Centre 

2 Denmark Terrace, 
Fotis Green, 
London N2 

01 365 2840 



NOTTINGHAMSHIRE 

Long Eaton Software Centre 
Commerce House, 
West Gate, 
Long Eaton, 

Nottinghamshire NGIQ I EG 
0602 72 S5S 



MIDDLESEX 

JKL Computers 
7 Windsor Street, 

Uxbridge, 
Middlesex 
0895 SIBI5 
Fax: 0395 011701 

Adams World of Software Ltd 
I90t Station Road, 
Edge ware, 

Middlesex 
01 952 0451 



SCOTLAND 

Vic's Computer Supplies 
31-35 South Street, 
Perth PH2 SPD, 
Scotland 
0738 36704 



SUFFOLK 

Bits and Bytes 

47 Upper Orwell Street, 

Ipswich, 
Suffolk 

0473 219961 



SURREY 

Barkman Computer Services 

1st Floor, 
Cardinals, 
Kingston, 
Surrey KTI IVY 
01 546 S94fc 



SUSSEX 

Worthing Computer Centre 
7 Warwick Street B 
Worthing, 
West Sussex 
0903 210861 

Gamer Computers 
1 1 East Street 

Brighton, 
East Sussex 
0273 728681 



WALES 

Bucon Ltd 

Micro Store, 

35/36 Singleton Street, 

Swansea SA I 3QN 

0792 467980, 

Soft Centre 
28*30 The Parade, 
Cwbran Town Centre, 
Gwent 
06*33 68131 



WARWICKSHIRE 

SPA Computer Centre 
68 Clarendon Street, 
Royal Leamington Spa, 
Warwickshire 
0926 317648 
Fax; 0926 425935 



YORKSHIRE 

Just Micro 

22 Carver Street, 

Sheffield, 

Yorkshire SI 4FS 

0742 752732 
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Your dates: 



13th* 10th 

September 



Your venue: 



Barla 
Court 



Your show! 





1990 



Continuing the tradition 
but dedicated to leisure. 



Sponsored by C&VG, SINCLAIR USER, CU r ACE and THE ONE. 

Contact: Sally Buller at EM AP I rite national Exhibitions: 01 -25 16222 eat : 2406 
orGaryWilliamsB^t2510 




I- 




Last month Gary Penn got cut 
off mid-letter. So, here's all of T 
again, plus 'J' and some more 
letters besides. Maybe this will 
be all over by the next issue... 

IMAGINE. What a slick outfit. See the 
Psy gnosis Work In Progress on page 27 of the 
last issue for further details. Just for the 
record, the company that was The Name Of 
The Game 1 released some good (and not so 
good) gear, including Arcadia (its Galaxians- 
inspired debut), Zzzoom (what great fun it was 
shooting the good guys and watching them 
explode in a blaze of strawberry jam}, Pedro 
(ho hum garden fun), CatchaSnatcha> Wacky 
Waiters (take piates back and forth across the 
screen via the lifts - limited but playable). 
Schizoids, Ah Diddums (toys toys toys - and 
a neat tune on the C64 version). Molar Maul 
(an exercise in tooth-brushing!), Frantic (it 
wasn't really), Stonkers (one of the first 
attempts at an accessible wargame), Cosmic 
Cruiser {mediocre shoot em up with odd 
music on the 64), and Jumping Jack (AKA 
Leggit on the Atari both versions looked 
crap, but it was choice fun jumping up and 
down the screen through gaps in platforms), 

I NCENTIVE/YippeerThefirst ever coherent 
Spectrum speech came with this company's 
debut thenovelmazegameSpiat! h starring 
Zippy, a cross 1 who was boss. Fun puzzle 
action followed in the form of Paul Shirley's 
Confuzion, and with the Graphic Adventure 
Creator under its belt, Incentive went on to 
produce a series of real world' adventures 
utilising a technique known as Freescape 
(TM) After a brief flirt at MicroPros^ Incentive 
is now affiliated to Domark (see Castle Master 
review on page 85). 

IMFOCOM. The American software publisher 
has an impressive catalogue of successes. Its 
disk- based interactive fiction is unsurpassed 
for atmosphere and content, In its time 
Infoooms been responsible for some excel- 
lent original stories - detective 'novels', 
science lictioa Role Playing, humour, 



romance, and more frequently fantasy. 
Perhaps the Zork Trilogy is the most famous 

of all its wares. 

INTERCEPTOR. Started life producing (very) 
poor mens versions of (then) current arcade 
faves, like Donkey Kong, PacMan and the 
like. Went on to do good with a run of more 
impressive but by no means less derivative 
products, including the text- with- pictures 
adventure Heroes Of Karn i the PacMan -ish 
Guzzler, Tales Of The Arabian Knights 
(complete with speech: "Welkum Too Th' 
Tayles Ov Theee Uraybiun Nihtes"), the 
off-beat Wheelin'Walty {a floating hamburger 
on a unicycle with no saddle f), and Trolly 
Wally (in which the burger-like Wally goes 
shopping in a multi-directional scrolling 
platform-laden supermarket to the sound of 
Popcorn) Interceptor then spawned two 
'sub-labels' ; Players and Pandora, on which 
the excellent Into The Eagles Nest, Joe Blade 
andGaldregons Domain were released. The 
company is now responsible for manufactur- 
ing everything from satellite dishes to 
compact disc cases. 

INTER DISC. This software publisher didn't 
last long - shame, really, as it came up with 
some very original product. Interdisc 
originally released Steve Bak s s Hercules and 
an interesting laser disc-style arcade adven- 
ture called Black Knight which saw you 
jumping holes on a two-legged horse, leaping 
crevasses and slicing snakes with your 
sword ! 

IREM The Japanese coin-op manufacturer's 
list of releases isn't particularly lengthy, and 
it's only ever really had one memorable hit - 
and that's R-Type. Other less notable but fun 
fare includes Lode Runner (converted from 
Broderbund's original computer game), Mr 
Hell Vigilante, and Ninja Spirit (conversions 
imminent from Acti vision). 

JARVtS, EUGENE, Not to be confused with 
the aforementioned M r Evans . Th is E ugene i s 
the tops. He was coin -op manufacturer 
Williams' best boy, and his portloilio is 
arguably the strongest ever seen,,. Defender, 
Joust and Joust IK Robotron, Sinistar, and 
StarGate, and he also had a hand in Narc {see 



News in the last issue for conversion details) 
and numerous Pinbal I machines. Shame he s 
not knocking em out like he used to, really. 

JAWX. A French programmer with a very 
European sense of humour He had two 
budget releases through Silverbird - both 
were li mited but a I augh and a h alf of f u II c ream 
fun nonetheless. Chickin 1 Chase saw you 
controlling a cock with the objective of 
'serving' hens without falling asleep through 
exhaustion, Each 'score' was rewarded with a 
triumphant jingle and a little heart appeared to 
let you know that they chickens really did love 
each other. Raging Beast on the other hand 
had you bullfighting a fat sod of a bull who sat 
on you when you failed to do the job properly. 
Come back, Jacques! 

J K GREYE. Worth a mention for releasing 3D 
Monster Maze - an atmospheric maze game 

which saw you running around a maze trying 
to avoid large dinosaurs. And it was on the 
ZX81! 

JON E S p D AV I D, A f u n f e I low and progr amm er 
of the rather good arcade adventures - 
namely the Magic Knight Trilogy (featuring 
Windowmation). But where are you now, 
David? 

KONAMI. One of the more established 
arcade companies. Amongst the Japanese 
giants many successes are Hypers ports 
(one of the first button-busting track and field 
mult i- event affairs, which was successfully 
converted to 8- bit by Ocean), Mikey (a novel 
runaround with the hero attempting to snog 
his female school-chums while avoiding all 
manner of authoritarians), Green Beret 
(exciting scrolling shoot "n 1 stab action, also 
successfully converted lo 8 -bit by Ocean), 
Ping Pong (great version of the popular indoor 
sport), WEC Le Mans (reasonable racing 
game which was going to be converted to 
16-bit by Ocean but never made it out of the 
pits), The Teenage Mutant Ninja Turtles (or 
Hero Turtles as they have to be known over 
here), and more recently Aliens {see Arcades 
on page 94) 

K TEL. Another software offspring from a 
record company parent. Didn't iast longp 
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which wasn't surprising given the quality of its 
releases - like It's Only Rock "n' Roll, City 
Attack, and Gddysey, The company sort of 
resurfaced as Front Runner, from which came 
Storm Warrior (a reasonable offbeat shoot 
em up from the author of some of K Tel s 
earlier works) and Interview (avoid the 
obstacles in the street and get to the interview 
on ti m e - al I very well but it took years to load ) . 

LEGEND. And wasn't it just - well, maybe in 
its own lunchtime. Following a blaze of hype, 
the company's debut eventually appeared 
and for some bizarre reason was proclaimed 
as the best thing ever. The arcade adventure 
Valhalla boasted a realistic environment and 
little silhouetted characters, each supposedly 
leadi ng its own I if e . Actua I ly , it was n t too bad 
Unlike Legends even more over-hyped 
second release - The Great Space Race 
What a lot of rot. Before its demise, Legend 
was working on a sequel to The Great Space 
Race. 

LEVEL 9. Produced some exceptional 
single-load 8-bit te>ct-only adventurers, like 
Snowball. Unfortunately, only a small portion 
of the software -buying public actually app- 
reciate text -only adventures, and so the team 
had to start including simplistic graphics in all 
its wares. This meant that the vivid 
imaginations of all those adventurers were 
effectively out of a job, as Level 9s 
interpretations of its descriptions weren't 
quite the same. Since then, the teams . 

LLAMASOFT, How Jeff Minter can see what 
he's doing with all that long hair is anyone's 
guess. But, what the heck. What he does, he 
does very well, so it obviously doesn't put him 
off. The llama influence was almost non- 
existence in the earlier days, with software for 
t h e VI C 20 an d Spectr u m like Traxx 1 Rat man ! , 
Defenda!, and Gridrunner (a simplistic shoot 
em up which attracted a great deal of 
attention - mainly because this playable gem 
was crammed into 3.5K!), Matrix, the sequel 
to Grid runner, was even better. The 
exceptional shoot em ups Laser Zone and 
HellGate are typical of Jeffs continual desire 
to innovate. Laser Zone saw you controlling 
two laser bases at once, white HellGate gave 
you four! Both featured some of the most 
stunning sonics ever heard (and still 
unsurpassed even today) From another 
original vein came Ho war Bower, a 
lawn -mowing simulation with a difference - it 
was fun and funny. Then came the game 
which really got Jeff noticed: Revenge Of The 
Mutant Camels, the sequel to Attack Of The 
Mutant Camels which saw the player 
attempting to destroy giant spitting camels! 
Revenge was a wacky wade through 32 
waves of weird aliens, and seemed to prove 
very popular. And pita I on the other hand was 



Jeff ' s arcad e-sty le answe r to the ad ven tu re - 
100 rooms' of devilish alien attack patterns 
which had lo be solved' . Its a classic (why no 
beefed-up 16-bit versions?). Jeff was talking 
about doing a 3D version rnside spherical 
rooms, but dropped the idea as it would eat up 
too much memory. Other impressive items 
include Battlyx and Iridis Alpha (through 
Ariolasoft and Hewson respectively), the 
latter memorable lor its very clever split 
screen mirrored playfields And who could 
forget the very alternative Psychedelia and 
Colourspace light-synth shows . 

Oh yes, and Mama Llama. 

LOCK-ON. Whatever happened to 
Acti vision's home computer conversions ol 
the Tatsumi arcade shoot em up with wicked 
Sega-style 3D graphics. It appeared on the 
PC in the States courtesy of Data East, but 
Acti vision obviously decided to forget about it 
over here... 

LUCASFILM GAMES. Film director George 
Lucas 1 software appendage has been 
responsible for some unique releases. The 
future sport Ballblazer (which was originally 
written for the Atari 7800 console) is 
delightfully simple and fun with a capital 
F-U-N. After this, the branch of mathematics 
known as fractals made a regular 
appearance Fractals are great for producing 
realistic looking clouds, trees and moun- 
tains... like those found in the shoot em ups 
Rescue On Fraclalusand Koronis Rift (which 
also featured an element of puzzle-solving for 
good measure). Fractals also make nice 
caves, as demonstrated rather well by The 
Eidolon, an HG Wellian underground ad ven - 
ture K with plenty of weird creatures, dragons 
and shooting. A computer version or the film 
Labyrinth followed, and then, moving comp- 
letely away from the pure arcade -style 
games, out came the first interactive arcade 
story: Maniac Mansion, It's not bad at all, and 
the system's steadily improved with each new 
release - like the very zany Zak McKracken 
And The Alien Mindbenders and the brilliant 
Indiana Jones And The Last Crusade: The 
Graphic Adventure, Ever eager to diversify, 
Lucasfilm's even found the time to release a 
couple of flight n' fight simulations, 
namely Battlehawks and more recently Battle 
Of Britain. Coming soon is Loom, an 
impressive-looking fantasy adventure full of 
magic and puzzles and written by Brian 
Mori arty of ex-lnfocom fame. 

MACLEAN, ARCHER. Even though he'sonly 
ever written a couple ol games, me old 
Archer s got an ego the size of someone 
who's written ten times as many. Maybe it's 
because what has done is so damn fine . His 
debut was the StarGate- alike shoot em up 



Dropzone (which may well yet find its way 
onto 16-bit) Archers other game is the 
fightin and fumpin' favourite IK - and the 
special, improved IK+ (both for System 3), 
Action Mac's currently working on a 3D 
Snooker, which he reckons knocks Nik 
Fellings 3D Pool for six, Crumbs. 

MACMILLAN. This was the book publisher 
that launched sailing, running and driving 
simulations before forming the Piranha 
software publishing label. The best thing it 
ever did was release Don Priestley's 
Trapdoor (based on the children's television 
series), although there were a few others... 
like, erm> Rogue Trooper (based on the 
exploits of the 2000AD character), and 
Gunboat. 



M ARTECH . Gone , but not forgotte n . Th i s was 
one of the first companies to produce very 
different' licensed product. We had Eddie 
Kidd's Jump Challenge, Brian Jacks Supers- 
tar Challenge and Geoff Capes Strongman 
Challenge, Then there was Zoids, starring 
those DIY toys for the boys, and some 
comicbook character licences in the form of 
Nemesis The Warlock and Slaine - both from 
2000AD. Of the company's original games, 
the most memorable are the excellent judo 
simulation Uchi Mata and the shoot em ups 
Crazy Comets and Mega Apocalypse - both 
inspired by an obscure coin -op known as Mad 
Planets 

MASTERTRONIC. Accept no imitations - 
this is the original budget label. Its first four 
reieases were dire and included that 
unforgettable classic' B ionic Granny. A few 
best-selling misses later, Mastertronic got 
into trouble with its platform game Chiller, and 
it had to remove the Thriller theme tune. One 
of very few jewels in Mastertronic s crown is 
the Magic Knight Trilogy (see JONES, 
DAVID) and Flash Gordon (one of the 
company's few licences). Funnily enough, 
the Darling brothers used to write for 
Mastertronic (including the aforementioned 
Chiller, and Zyto s Brain, or Mind Control, in 
which you jump wheelchair-bound patients 
and get shrunk to enter the maze-like brain!). 
Now of cou rse t he b rot hers a re com petito rs in 
the form of Codemasters Notable Mastert- 
ronic non-event horizons include the Arcadia 
arcade project, Maslervision videos and 
Mastersound records, 

Sorry to cut you off in mid-M, 
but that's all we've got time for 
this month. The rest of M and its 
friends will be back in the next 
issue, so don't go away - 
y'hear? 



AQUESTBEWND BELIEF... AWORLD BEYOND IHAGIIWION ! 





DRID is a city rich in culture. A place of music, art, 
poetry, politics and religion. A / 

civilisation thriving on wealth and 
power. A CITY MADE Of BONE ... 
The journey through the skull or T! 
i*» a dangerous one, but sticce 
I bring you great power and posi 
M in Orodrttn society ... 
S YOU ENTER THE WORLD OF THE 
CRYSTAMJOn. 
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THE BOSD MIND CMALLENC, 
A game of strategy, phllosoph 
and psychological agility. 
Master the art of the 
Bonn or give up 
ail hope of 
reaching your 
Crystattion. 



A DAKK UNDEKVKO 




OF THE TRADE 

Using your trading ability, 
_rteraf e the currency required 
ttt pay the keepers, and to 
rtlfy yourself on the long 
journey through 
the TS/WJT. But 
beware, compete 
* ruthlessly In the 
Stl and you may 
^ yourself Isolated 
when YOU ask for 
assistance. 



"Tcome the 
^darkness 
of the four VtiLS of the I 
TSimt carefully search in 
the maze fa 
valuable crj, 
thai tuttl alio, 
j/ou lo journey 
onwards and rh& m 
the ranks of Orodrim society, 




HAM MODE RAY 
TRACED GRAPHIC! 
ORIGINAL STEREO 

VftDTRACK 

hides non- 
repeating musiL 
generator* 
DIGITISEn™' 
AND SOU 
EFFECTS. 
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. olished until it sparkles. 

The Last Patrol features 

animated screen* the like of 

which we've never seen before 1 ' 

The Games Machine 
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